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WELCOME TO RETRO VOLUME 3 


IF THERE'S ONE THING I love almost as 
much as playing retro games, it's talking 
about retro gam 
Ive been chatting to my friends about my fondest 
sprite-fuelled memories ever since I moved on to my 
second games machine. And I'l still bend the ear of 
anyone who cares to listen today. But when it came 
time to compile the book you now held in your hands, 
I felt very differently. A good retro gamers anthology 
should be about listening, not talking. Which is why 
over half of the pages you're about to thumb through 
th some of the finest minds in 


feature interviews 


even the father of Sonic, Yuji Naka, all happily agreed 


to chat with us about their most jamous videogames 


Their memories of and insigh 


5 into the games we 
ail know and love make for fascinating reading and 
I hope you'll agree that what they have to say is 
worth much more than just the simple, uninformed 


Igia of an average gamer like myself. And if 


you don't agree... Well we've got you covered too, 
king we give the Commodore 64 conversion of 
ter I, on page 20, was inspired by my own 
ble expe e with the game, having wasted 
birthday money on it back in 1992. If only I'd 


been more willing to listen to the opinions of others all 
those years ago. 
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In an exclusive interview, games™ speaks to 
the masterminds behind the original Tetris 
and the equally groundbreaking Game Boy 
version to track the evolution of the game 
from its humble beginnings to the most 
played game of all time. Read on for the 
most fascinating saga in videogame history 
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every format imaginable. Including the 
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Posted by: 
JNICRON. 


4 I still remember getting a 


a 
Vv Ten oF FARTH FROM SAL YUT birthday. The amount of hours. 
amaweaca menace I put into Tetris was insane! 
Soviet iconograpihy but later erations I still weep when I remember 
have sadly downplayed the game's ongins finally finishing level 99! That 
litle orchestra with the musical 


notes was so not worth the 
etfort 


Posted by: 

SHERAK ] 

4 Tetris is the best game ever 
made, inside and outside its 
genre, I have tried so many 
other games that challenge 
tetris but nothing has ever come 
close, tetrisphere, dr mario, 
magnetica, etc, etc... The DS 
version of Tetris is sublime! The 
best version to date and why? 
online tetris! this is the best 


toilet gaming ever, standard 

is amazing, push is amazing 
hl and 4-ployer is just amazing!, 

Tetris rules Nintendo make the 

best tetris games. 

¢ Posted by: 

4 Tetris, | swear, was the 

first game I ever played. 

My dad picked up a second 

hand Game Boy in some 

pawnshop, which came with 

Tetris bundled. For that reason, 

it's always going to have a 

special place in my heart 

But sentimentality aside, it 

PEE. | probably is the closest thing 


to perfect a game can be - 
simple to play, hard to master; 
insanely addictive; an infamous 
soundtrack; doesnt try to do 
anything superfluous to the 
gameplay; and even the power 
to make its way into peoples 
dreams. Tell me another game 
that does that. 
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A greot example of how not 


4 For me it's all about the 
atmospheric Wally Beben 
music on the Commodore 

64 version - not the best 
conversion, but still incredibly 
addictive. 
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The Tetris 
Song 


AS SYNONYMOUS as 
the Korobeiniki tune is with 
Tetris, it wasn't always the 
most recognised theme. 
Previous versions had 
featured Tchaikovsky's 
Dance Of The Sugar Plum 
Fairy and Kalinka by Ivan 
Petrovich Larionov. But it 
was Bullet Proof Software 
that first used the tune 
that we all now know and 
love as The Tetris Song. 
“Tordered a couple of 
Russian songs to be part 
of the game,” explains 
Rogers, “they worked well 
with the Russian theme we 
put behind the game, we 
even had cossack dancers 
during ‘coffee breaks’, 
and we also chose them 
because they were free.” 


+ 


FROORGEoOo 


oo 
oo 
oOo 


randomly drop from the sky. After several experiments 
he realised that the 18 possible Pentomino shapes 
were too many for the human brain to remember and 
process at high speeds and so decided to use similar 
shapes made from just four squares 
rather than five - thus reducing the total 
number of unique shapes to just seven. 
Using the Greek word for four, 
all ‘tetra’, he named the game Tetris. 
We asked Pajitnov how long it took to 
develop the groundbreaking puzzler. “I 
do remember that I did the main part 


nuclear physicist and, at 16 years old, an amazingly 
talented programmer: a natural choice to aid Pajitnov 
in the Tetris project. The pair spent the next two 
months tirelessly converting the PASCAL code to 
work on as many IBM compatible PCs as possible 
and, when complete, the game was copied to several 
disks and distributed around the Academy, which 
led others to copy their own disks and pass them on 
to colleagues at other computer-literate institutions. 
The game spread across the Soviet Union swiftly, 
like a positive virus. “Everyone I gave the game to 
became addicted and loved it," recalls Pajitnov, "but 
the authorities didn't care, nobody at the time realised 
how big such small stuff might be.” 

What happened over the next three years would 
require this entire magazine to explain properly, 
but the short story is that while Pajitnov retumed to 

is Academy duties and worked on new games, 
‘Tetris Fever’ took hold of the world. The game had 
been unofficially ported to Wester computers like 
Commodore 64 and Apple J[, and the rights to the 
Tetris property had even been traded between several 
companies who, in reality, had no legitimate claim to 
the game. The whole affair was a complicated and 
convoluted saga that is best explained in dedicated 
books like David Shet's excellent Game Over. 

Our story picks up in 1988. As Nintendo prepared 
the release of its revolutionary Game Boy 
console, the head of Nintendo America, 
Minoru Arakawa, decided that Tetris 
would be the perfect pack-in game for 
the fledgling handheld, Arakawa turned 
to Henk Rogers of Bullet Proof Software, 
who had developed a Japanese PC and 
Famicom version of Tetris with rights 


very fast, in about two weeks, but could HENK ROGERS that he would later find out had been 
not finish it for a long time because I Gore Bow Tots sold to him illegally without his prior 
started playing with the unfinished game knowledge. Rogers was charged with the 


and couldn't stop,” recalls Pajitnov, who soon 
found that tweaking the game to completion 
was harder than he imagined. “I had lots of 
designers’ decisions to make about the speed, 
levels, scoring system, some small details of 
user interface. It's hard to decide in advance 
what would be better for the other players.” 
Nevertheless, Tetris soon neared completio 
as the Electronica 60 was incapable of displayir 


but 
true 


sprites — blocks were made up of spaces outlined by 
graphics — Pajitnov realised that a full colour 
with real, discernable pieces would work much better 
and asked an acquaintance of his to help convert the 
game to IBM PC. Vadim Gerasimov was the son of a 


sion 


i 


i el 


task of securing the handheld rights to Tetris, 
which through another series of convoluted 
events eventually led him to Alexey Pajitnov 
in the Soviet Union. By this point, all Tetris 
business was handled by Electronorgtechnica, 
an organisation responsible for handling 
the licensing of state-owned technology. The 
organisation, better known as Elorg, was happy to 
licence the handheld rights to Rogers, but equally 
infuriated when he inadvertently drew their attention 
to the unofficial Tetris games that they had no idea 
were being sold oversees. Elorg immediately began 
to contact the various companies (including Atari and 
Sega, among many others) who, in most cases, were 
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Dinnertimes 
come and go, 
evenings are 
destroyed and 
sleep is a thing 
of the past. You 
can buy it. You 
can look at it. 
You can take 
the cassette out 
of the box. But 
load it at your 
peril. 

Zzapl64 Issue 33, 


unknowingly selling illegal copies of Tetris. 
Although the Russions were understandably 
angry at the unlicensed Teiris games, 
Pajinov couldn't help but be a little pleased 
ai the news, "I felt rather flattered,” he 
explains, “I didn't see any royalties at that 
time so I didn't care for them too much, but 
they were another recognition of the game's 
popularity.” Rogers meanwhile returned to 
Japan with the handheld rights to Tetris, 
enabling Nintendo to convert his Famicom 
version of Tetris to Game Boy. 

We asked Rogers about his original game and 
how it differed from other versions. “I invented single, 
double, triple and Tetris,” he says, referring to the 
scoring system for clearing different numbers of lines 
ct the same time, "we were following orders on the 
button layout so don't, today, like the buttons we used. 
Nintendo did not listen and got closer to the layout 
we use today. They also added two-player mode with 
sending lines of blocks to the opponent,” he says of 
the Game Boy version, 

Upon its release in 1989, Tetris took the world by 
storm all over again with what for many people is the 
definitive version of the game. Pajitnov himself was 
very impressed with it, as were his fans. “Oh, I loved 
it a lot. Everything was done very accurately and nice 
with the game and I loved the artwork,” exclaims 
Pajitnov, who received considerably more fans thanks 
to the world-conquering Game Boy port. "A Japanese 
boy took my autograph on the Tetris cartridge and 
Glued it into his Game Boy forever,” he adds. Not 
everyone agrees that the game had such lasting 
appeal however. “It is regarded by many to be 
the best because they have not played newer 
versions,” suggests Rogers who concedes that 
Tetris may be especially appealing on handheld 
platforms in comparison to home consoles and 
computers. "35 million copies of Tetris went 


BEHIND THE SCENES TETRIS 


as Rogers’ previous company, Bullet 
Proof Software) and approached Elorg 
with their proposal to start what would 
eventually become the Tetris Company. 
“Twent to Moscow and hammered out an 
agreement with the privatised leftovers of 
Electronorgtechnica otherwise we would 
have been litigating instead of selling 
Tetris,” says Rogers. “The most difficult 
problems to overcome were trying to 
work with Elorg, who had no idea what we 
were doing to keep Tetris alive and, in fact, improve 
the game, It took a Herculean effort to buy Elorg in the 
end but now we are free to do what we want. Tetris is 
doing better than ever.” 

Indeed it is. Since forming the Tetris Company in 
1996, some of the greatest Tetris games of ail time 
have been released. Games like Sega Tetris in the 
arcade or Nintendo's Tetris DS have played to the 
strengths of their host hardware while strictly following 
the core rules laid out by the Tetris Company, And over 
20 years on from Pajitnov's original black-and-white 
prototype, the Tetris phenomenon is showing no signs 
of slowing down. “Henk and I are making every effort 
to keep Tetris alive,” remarks Pajitnoy, "the next step is 
to bring up the online multiplayer versions and try to 
unify the game across all media to set up the standard 
to make Tetris a virtual sport.” 

With the Tetris franchise evolving with every new 
generation of hardware and the endless possibilities 
that new technology like the Wii controller and 
Xbox Live Arcade will bring to the game, it's almost 
impossible to think of it as a retro game at all. But 
deep down in every Tetris lies the blueprint 
drawn out by one man, over two decades 
ago, in a world without videogames. A more 
unbelievable success story, the videogame 


world has yet to see @ 


cout on Game Boy. It is the perfect game for 
handhelds with small screens and is the number 
‘one game on mobile phones. So the secret to 
its success is that you can play it anywhere 
anytime.” 

As has since become common knowledge, 


WE PRACTICALLY DIDN'T 
HAVE VIDEOGAMES AT 
THAT TIME IN RUSSIA 


Game Boy became one of the biggest selling 
game machines of all time and remained 
synonymous with Tetris... at least until Pokémon 
arrived. Two years after its release however, the Tetris 
story continued in an unexpected way for both Pajitnov 
and Rogers. As the Soviet Union was dissolved in 1991, 
the old rules of state ownership were swept away and 
the change in national politics gave Pajitnov a new 
opportunity to claim the rights to his own game, for 
which he had received no royalties aside from a new 
apartment and his own personal computer. Over the 
next few years Pajitnov and Rogers would formulate 
business plan to secure the rights to all versions 
of Tetris so that Pajinov could once again have 
creative control over the direction of the franchise 
and finally receive financial reward for the millions 
of game sales he was indirectly responsible for. The 
pair set up a new company in Hawaii called Blue 
Planet Software (notice that the initials are the same 
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the Famicom in 1985. We don't need to expla n the 
of the videogame crash from which the NES emerged, but 
suffice to say that prior to Nintendo joining the scene thin: 
good. Mario's first platform outing is often regarded as the game 


to the turn-around of the entire industry, and yet it didn't exa 
the ‘classic game’ formula. Unlike trendsetters such as Space Invaders 
and Asteroids, Super Mario Bros was not a pick-up-and-play game i 

the traditional sense. It wasn't all about getting top scores, it 
of will and determination that demanded commitment and an analytical 


sat 


approach, and yet players kept coming back. 

Super Mario Bros 2 is often referred to as the ‘blac! 
family, but this is a little misguided when you look at the series as a 
whole. While SMB2 may be a rehash of Yume Kojo: Doki Doki Panic, 
Shigeru Miyamoto had far more involvement in its creation than he 
did in the Japanese Super Mario Bros: The Lost Levels. While rumours 
circulated that Doki Doki Panic was remade as a Mario game because 
the ‘true’ sequel was deemed too hard for Westerners, there's no 
denying the impact this game had on the rest of the series, or 
much it was in keeping with the spirit of the original game in terms of 
concept and design philosophy. Super Mario Bros 2 brought us such 
superb characters as Shy Guy and Bob-Ombs, it established the ever 
lovable Toad as a regular character and also introduced the gaming 
world to what we believe is its first transvestite character, World 1-1 boss 
Birdo (it's all explained in the game manual if you don't believe us) 
The Japanese sequel introduced virtually nothing new, except for some 
added difficulty, but in keeping with what would become the tradition o! 
the series — and a trademark of Miyamoto's work — Super Mario Bros 2 


sep’ of the 


‘you could do this? Videogames haven't 
been the same since. 


y and ‘out there’ thinking (you can't even jump 
"5 head to kil). In ect it was everything a Super 
Mario Bros sequel should have been — hardly the oddball cousin it is 
made out to be 

It was Super Mario Bros 3 that would firmly establish the series as 
«cultural phenomenon, however. Once again, the series was pushed 
ing directions. However, it shows off most of its newest 
features right from the start in a comfortably familiar setting. The 
n of flight was revolutionary and rather than saving it for 
game, Nintendo stuck it right up front where everyone could 
ng ten seconds, It was also the first Mario title to use 
@ map screen (which would essentially become 
ployable in the later, three-dimensional years of the 
rotund plumber), mini-games (now an established 
staple of the series and platformers everywhere), 
and actual costumes in the form of the Frog and 
Tanooki suits. In terms of style, it comes across as 
the natural successor to the original game, but its 
depth of gameplay experience, its playfulness with conventions and its 
wonderfully colourful mix of levels could only have been bome of the 
much-maligned Super Mario Bros 2. By the time Nintendo stepped into 
the 16-bit arena, the formula was well established but it now had issues 
with being both late to the market and up against new-found competition 


in the form of an abnormally fast spiky animal. Super Mario World's 
ess was a slow bur but it's no surprise that despite being a launch 
most successful title on SNES. 


MEE NO MATTER WHOSE side you may have taken during the great 
battle between plumber and hedgehog, it's difficult to ignore the fact 
it remained the Super Mario design that lead the way for platform 
titles for years to c e, Super Mario was slow and may even have 
a little clu , but its design was rarely short of perfection 
and never failed to surprise and amaze. The introduction of Yoshi as well 


as a scaling down of power-ups in SMW compared to SMB3 created a 
positive balance that endures as well as any of the other Mario games 
Gf not better), By the time Mario returned to the Game Boy, sporting 
bunny ears in Super Mario Land 2, we couldn't really be shocked or 
sed any more. In many respects the gimmicks were running out, 
but we wouldn't want to leave you with the impression that Super Mario 
yas just about the tricks and costume changes. Certainly, they played 
gameplay variations and diverting attention, 
from the 


surpri 


a part in terms of offerin 
but th 


nade all these games great was evidk 
start: an invitation to explore and experiment with no shortage of reward. 


e core of what 


Discovery was at the heart of Super Mario's brilliance and longevity, 
vhich, thankfully, hasn't yet been diminished. And what seemed like 
madness back in 1985 now makes perfect sense. 


1 May we introduce Birdo. The first 
transvestite character in videogames 
‘enters stage right. 
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Mario got his name 
from the Nintendo Of 
‘America landlord in. 


attached to some of the 
promotional material for 
Donkey Kong. 


is widely believed| 

that Mario wears a cap 
because the animators on 
‘Super Mario Bros couldn't 
animate hair on the NES. 
However, Shigeru Mi 


has claimed the 
wears a cap be 


himself, cannot draw hair! 


Due to the graphi 
limitations of the NE 

Mario was d 
h arms that 
nt colour from his 


diff 
body, thus creating the} 
iconic dungarees that hav 


become a consta 
throughout the Mario ser 


and most of its spin-offs. 
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Apparently, the designer 
dd by the graphi 
lcapabilitie 
again when trying to draw 

Mario a mouth. There simply 


hampe 


the console once 


ace and as a result he 


18 to 
compensate and make hi 
look more humar 


Mario is best known for 


wearing blue dung 
a red shirt, but th 
game had him weari 
dungarees and a 


iginal 


console couldn't handle 
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gamers that the future was 


“L THINK PEOPLE buy general products with 
combination of three main factors in mind 
performance, cost, and aesthetics. The most 
powerful of all of these can be aesthetics,” begins Rick 
Dickinson, his infinitely casual demeanour belying the 
high-pressure industry in which he has excelled for 
almost three decades. 

It's impossible to pinpoint the precise reason why 
we loved, and still love, the ZX Spectrum. There are 
so many facets to it that thrill and mesmerise. But it 
should be a simple matter to say why a computer 
was so distinguished, shouldn't it? It must be because 
of the technology and software. What else 
is there to find passion in when it comes to 
entertainment electronics? 

And yet, when we cast a nostalgic glance 
over the history of British home 
a flood of artistic iconography 
melancholy. When we think of Clive Sinclair's 
immortal range of game machines, the 
striking wave of wistful longing is crested, first 
and foremost, by the inimitable shape of the 
machine itself. Rick Dickinson is the man who realised 
that emblematic phizog and put a face on the home- 
computing revolution, and even he finds it difficult to 
quantify the appeal of a Sinclair Computer. 

"2X81 was the first and best for me. The visual 
design was pure and highly refined. And sometimes 
the first is the best simply because it’s the first. We 
don't know why we like things sometimes,” he muses. 

Originally from Yorkshire, Dickinson's training 
carried him the length of eastem England. He 
completed a four-year honours degree course in 
Industrial Design at Newcastle, which included 
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THE PLASTIC 
SURGEON 


games™ speaks to Rick Dickinson, the man behind 
the iconic design of ZX Spectrum, who showed 


made of rubber 


various work placements. One such position was in 
St Ives, near Huntingdon, at an electronics developer 
called Sinclair Radionics. He stepped through Sir 
Clive's door at a time of exhilarating transition - the 
company was approaching the cusp of a revolution as 
calculators became computers. 

"Sinclair was designing and making pocket TVs 
and calculators,” Dickinson recalls. "They were all 
the first of their kind anywhere in the world. Never 
been done before. That's how I met Clive Sinclair, as 
a student. [left to finish my degree and he offered me 
a job after I graduated. 


ZX81 WAS THE BEST. 
THE VISUAL DESIGN 


WAS PURE AND HIGHLY 
REFINED 


I started work at Sinclair Research as Clive's 
industrial designer. The designer then was John 
Pemberton, of calculator fame, but he was moving on 
to another job. John had designed the ZX80 by then, 
and the timing of his leaving gave us a few months’ 
overlap to help me put the ZXB0 inte production." 
Dickinson's story, almost 30 years later, decants 
as a fairyicle of great timing and immense good 
fortune, but luck isn't something an industrial designer 
factors into their world of precision and ergonomics. 
Dickinson had taken himself to a place where his 
creative proficiency would be tested by CONTINUED >. 
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A Spectrum Breakdown 


onnectors 


“Al standard connectors to cover 
most eventualities, especially 
the bus, which would have been 
more reliable if gold plated. We 
kept all the connectors out of the always bl 

back because it's neater and you don't look as good in any 
always know where they are.” other colour, We tried. 


The Metal Fasc Rubber Keybo 


I prevents the key “To achieve the keyboard 

at from falling out, we needed a very different 

‘overs the unsightly design and manufacturin: 
fhits between the ke} approach, hence the rubber. 
kind provides a surface In one single compor was too shrill for my 
for additional key there are all the keys, the liking and ineffective 
jgraphics that we could actuator move in more subtle ways, 
never squeeze onto the tactile feedback, the 
the key tops alone. The ‘actuator force, the return 
aluminium sheet keeps force, and the return guess someone liked 
the product thickness movement all manufactured it. There was a much 
own compared to in a process cycle of a more restrained use of 
moulded plastics, and minute. Your keyboard the flash sticker on the 
pnspired the curve on today will have a rubber Spectrum Plus. 
each side.” mat beneath the key tops. 
‘Spectrum was first to try it 
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fire, casually accepting the kind of challenges 
aS that would make an industry veteran recoil in 
anticipation of the harsh deadlines, late nights, and 
sheer weight of dedication the job would demand. 
He may not have had the walls full of awards, 
accomplishments, and achievements that decorate 
his office today, but he carried with him the relaxed 
fortitude to prevail that would be built into the ZX 
Spectrum itself - a plastic, metal, and rubber mirror 
of Dickinson's personality. 


MMB When combined with an innovative juggernaut 
such as Sinclair Research, the pool of talent is always 
bubbling hot, not least of all because of Dickinson's 
boss, friend, and mentor, the man who lent his name 
to such incredible products. 

“Clive is an extraordinary man," Dickinson 
begins, as he gladly struggles to put Sinclair 
and the time he spent working with him 
into mortal words. He contentedly resigns 
the task as insurmountable, and continues: 
“T consider myself very lucky to have worked 
with him for so long and so closely. A privilege, 
in fact. He was good at everything. Extremely 
creative, with great foresight, and technically 
brilliant, He had great ideas and, unusually, 
the ability to combine all these things to bring a 
successful product to the market. How many other 
individuals do you know that can do that?” 

Sir Clive Sinclair had a natural grasp of the 
manufacturing outcome. He possessed the ability 
to see at culminating whole in the infinite number of 
individual entities that form the foundations of design. 
This was a remarkable quality, and one Dickinson, 
as a designer and a man of vision, could appreciate. 
And, as he explains, it's a vital characteristic still 
guiding the industry today. 

"Clive was fanatical. At times he would put design 
above everything else. His products had to be small 
and thin and elegant, with perfect suriaces. Apple is 


just the same today. Aesthetics come first. Create the 
desire, then compromise all the internal stuff that will 
never fit in until half of the spec is chucked out. 

He was also very clever at knowing how to get 
the best from someone and drive them to new 
levels of achievement they never thought possible, 
continues Dickinson. “Somehow he just had that 
magic ingredient to drive on impossible idea to 
fruition. On a personal level, I like him a great 
deal. Very funny, razor sharp, awesome articulation. 
Tough and explosive at times, and very sensitive and 
humane at others,” he recalls. 

It seems Sinclair possessed a unique form of 
unilateral perception. The concepts, the products, 
the people - everything and everyone he surrounded 
himself with had the potential to become something 


I CONSIDER MYSELF 
VERY LUCKY TO HAVE 
WORKED WITH CLIVE 
FOR SO LONG 


great. The company was an incubator and a 
catalyst for distinction. But it wasn't by pure luck or 
by chance that Dickinson found his place there. 
“Working at Sinclair was just the best. Absolutely. 
Whatever was designed and made at Sinclair, you 
knew it had never been done before. It was a 
clean sheet of paper each time," he recalls. The 
romance of Sinclair Research's saga is misleading, 
however wonderful it might be. We, the grateful 
gamers, see a magical machine and it conjures 
involuntary images of a whirlwind of creativity that, 
knowingly, and with an almost divine insight, built a 
childhood for the Eighties. But there was no whirlwind, 
and even though Sinclair was the CONTINUED >. 


THE PLASTIC SURGEON. 


1 Sir Clive Sinclair at the ZXB1 Design 
‘Council award ceremony at the Barbican with 


Gi Getting To Know Rick Dickinson 


system of all time: 


First system you worked on: 


‘Science of Cambridge's MK14 
First game system you owned: 
Never needed to buy one, they were 
all just lying around the labs 


Favourite computer/videogame 


If someone wanted to follow in your 


‘7x80 footsteps, what advice would you 
First computer/videogame give them? 
you played: Talways found life confusing and 


with no clear path to follow, but with 
‘enough thought and agony and 
frustration I managed to figure a 
‘way through each time. You need 
enthusiasm to drive it, which you 
can eventually find if you just keep 


Loki (is that cheating?) 
Favourite game of all time: 

That's like asking my favourite actress 
Currently playing: 

Igo skiing now, instead 

Current job/place of employment: 
Tran my own design business out 

of Cambridge 


trying. The Sinclair experience was 
partly ‘right place, right time, right 
job’ and potentially put me on the 
map early on. So it's being open to 
opportunities, being positive, having 
‘can do' attitude, being receptive, 
listening more and saying little. Be 
‘wary of being opinionated... even if 
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you think others are wrong. The most 
ignorant or stupid person can teach 
you something useful. Accept the 
improbable as being just that, but not 
impossible. I's the same for any job 
or career: get into the industry any 
way you can and just keep going. 
Personal motto: 

Problems can be solved by organising 
your thoughts and acting upon them. 
Your message to the world’s gamer: 
Thanks. You helped me by being 
enthusiastic about the products 
Thelped design. It won't be long 
now before the ultimate game, Red 
Dwarf's virtual reality device, is 
available to all, just to escape the 


hardest game of all - life. 
? 7. 


I WAS DOING AT THE 


I Aan DID WHAT 


st keyboar 
0 500 m 


ght about 


There was no 


atch and 


CLIVE SINCLAIR 
Sinclair Research 


|B There were various prototypes for ZX Spectrum. Fick Dickinson was the man behind the designs, bringing us the famous rubber lesyboard. 
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‘What a computer designer's workspace 
looked lke belare the days of CAD software 


moulded silicone rubber. Most products 
present only plastics. There was also an almost 
extravagant use of printed colour for the graphics, 
yet cautiously managed and utterly functional, 
Perhaps the product has a jewel-like compactness 
of form, detail, and colour, compared to others of 
the time that were much larger, plain, and 
unsophisticated or unrefined. Besides all that, it 
simply looked like nothing else,” he laug 


And, in light jest, perhaps Dickinson has 
determined the ZX Spectrum's true defining 
feature: its uniqueness. Individuality and an 
earnest personality permeated everything about 
the early days of Sinclair Research. Talking 
with Dickinson, the physical enigma of those 
wonderlul designs begin to unravel. The thought 
that someone's personality can be so acutely 
reflected in an inanimate electronic product 
seems preposterous, but Sinclair Computers 
epitomise the creative wealth of the people who 
made them. Such a realisation adds significant 
profundity to the already evocative machines, 
and drastically reinforces the computer's place in 
retro gaming history. 

It's no wonder, then, that when people learn 
of Rick Dickinson's participation in putting s 
a noble face on the home computing scene they 
feel like they're in the presence of a luminary - the 
living realisation of the ZX Spectrum itself. “I'm 
constantly amazed,” says Dickinson, completely 
sincere in his bewilderment at having become 
an icon by proxy of his own creation. "People just 
love the Spectrum. When I tell them, it's as though 
they've just met a celebrity. Most people seem to 
know something about it, or have owned one. It 
makes me grin. I didn't know what I was doing 
at the time; I just did what seemed right with the 
given restraints. I was practically a kid. It was 
great fun, and it was very difficult.” 
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The promising handheld that didn't catch on 
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The world’s most embarrassing 
console ports under the spotlight 


The blurl 
machines 


US Gold wants you to 
think this is a bigger and 
better C64 


don't mean C64, 


AS ONE OF the most coin-guzzling 
arcade games since Pac-Man, Street Fighter 
II was a social phenomenon in the early- 
Nineties and a perfect arcade conversion 
was the Holy Grail of the time. While 
SNES and Mega Drive owners fought over 
who had the best port, 8-bit micro users 
apprehensively loaded their tapes, hoping 
not to be disappointed. The C64 version 
seemed promising: it came in a big box, at 
the luxurious price of £12.99 and featured 
the official stamp of approval from Capcom. 
Commodore magazines raved about the 
game in the run up to release, splashing 
Ryu and Ken all over their covers, but would 
their enthusiasm be rewarded? quotes, telling you that the game is awful? 


20 


sure they're referring to 
JAMMA cabs, or may! 
that didn't exist yet, like Saturn. 


Right from the start, C64's 
Street Fighter II was a mess. 
After about five minutes of 
loading, you'll pick a character 
but you don't get to play with 
him. Nope, it's off to the loading 
screen again before you can 
play the first fight, plus another 
load for each opponent you face, 
as well as a return to the loading 
screen again, for old time's sake, 
just to watch the ending. Worse 
still, the game looks like a two- 
year-old’s colouring book and is 
virtually uncontrollable to play. 
At certain points, the game will 


even glitch and leave your fighter 


walking around near the top of 
the screen. It's funny now, but no 
C64 owners were laughing 

back in 1992. 


Almost half of the 
Screen is taken 


of their character 
and whether they're 
winning or losing? 


YER 2 
pA ONDA 


Believe it or not, 
this is actually 
meant to be 
Ryu. At first glance we 
thought he was just a 
glitch in the background 
art, but it's actually 
man with his arms 
folded back. We've 


With just a 
joystick and a 
single button to 
control what should 
be a six-button game, 
C64's Street Fighter II 
can be a bit wooden at 
times. Honda’s simple 
moves are just about 


aa pate ees the only attacks you'll 
, r manage to activat 
gameplay, actually. without fluking it.” 
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BEHIND THE SCENES 


MANIAC MANSION 
+ DAY OF THE 
TENTACLE 


On the twentieth anniversary of SCUMM, 
ex-LucasArts legends Ron Gilbert and 
Dave Grossman speak to games™ 

about the creation of two of the greatest 
adventure games of all time. Prepare for 
laughter, shock revelations and the odd 
tearjerker as we go back... to the mansion 


KEY STAFF: 
MANIAC MANSION 
Ron Gilbert 


(Designer, Programmer, Writer) 
Gary Winnick 
(Designer, Artist, Writer) 


DAY OF THE TENTACLE. 
Dave Grossman 

(Designer, Programmer, Writer) 
Ron Gilbert 

(Writer) 

Tim Schafer 

(Designer, Programmer, Writer) 
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LAMES | 

Other adventure games 
asked you to combine, say, a 
key with a piece of rope in order 
to make a new tool - and you'd 
be confused as hell. In Day Of 
The Tentacle however, using 
things like spaghetti, horse teeth 
and a laugh-in-a-box to help a 
long-dead mummy win a Crufts 
style show for humans made 
perfect sense 


SUPERBEASTO. 
Day Of The Tent 
brilliant look and wi 


Je had a 


enuinely 


funny. I loved that the puzzles 
incorporated the time travel in 
qreally smart way, not hard 
enough to be impossible without 
guide, but hard enough that 
you 

when you work it out. Classic, 


1 like @ right smart arse 


A graphical update would 
make Maniac Mansion a 
winner. That game hurt my eyes. 


Maniac Mansion is scarier 
than BioShock. I'm not being 
funny but it gives me the creeps. 


How can anyone not love 
Hoagie's chats with the founding 
fathers? LucasArts in that era 
was spot on with its point-and- 
clicks. Good puzzles, good 
storylines reveaied at a pace 
that kept you interested, and 
genuine laugh-out-loud humour. 


DION DIABLO 
‘The way the time zones, 

atfected the puzzles was one 

step ahead of similar games 

in terms of script, structure and 

humour. You could enjoy it even 

if you weren't playing. 


B 


HE OUD 


onto the puzzles and the story, right where it 
belonged, which immediately made for a less 
frustrating, more entertaining experience. 

Maniac Mansion’s revolutionary new style was 
concocted by two employees of what was then called 
Lucasfilm Games. Ron Gilbert and Gary Winnick 
had worked at the company since the early part of 
the decade; Gilbert porting C64 games to Atari 800 
and Winnick animating most of the major titles that 
the developer put out. In 1985 the two were asked to 
work on their own original title together. Re-inventing 
a genre was far from their primary objective 

Aside from making its games as user friendly as 
possible, LucasArts’ other talent was the ability to 
tell a great story, which is exactly where Winnick and 
Gilbert started with their first title. “Gary and I loved 
bad horror movies,” reveals Gilbert, "and as we 
started to kick around some story ideas for a gam 
doing comedy-horror was natural for both of us.” And 
so the idea of setting the game in a haunted house (or 
‘maniac mansion’) was born. Resident psychopaths 
are a common theme of horror movies, and Maniac 


Mansion had the prime example of such a lun 
in Dr Fred, a mad scientist coerced by a sentir 
meteor into creating a pair of evil talking tentacles 
and kidnapping the locals. For the heroes, Gilbert 
designed a cast of seven teenage characters. 

Ina design choice that is entirely unique to Maniac 
Mansion, only three of the seven characters could 
actually be played throughout a single game. The 
main character, Dave, always had to be 
used, but his two allies could be freely 
selected from the other six. E 
these had individual skills and resources 
as well as very distinct personalities, 
“Almost every character in the game is 
based on a real person that Gary and I 
knew," says Gilbert. "But I'm not going to 
tell you who they are.” 


Due to its many combinations of 
playable characters, the implementation of their own 
specific puzzles and the game's multiple endings, 
Maniac Mansion was a necessarily complex game. 
Gilbert and Winnick spent months working out all the 
possible eventualities in advance of the development 
phase, which naturally extended production time 
way beyond that of any previous Lucasi 
“Lalmost got fired because the game was taking so 
long,” reveals Gilbert, adding, “there were three or 
four characters that did not make it into the game 
because it was getting too big.” 


lm game. 


| 


With so much time and effort spent on the story 
and puzzles alone, it's a wonder the Maniac Mansion 
team were able to add anything else to the game. And 
yet Gilbert's disappointment with rival companies’ 


own adventures soon saw him staying up until 3am 
each night in an attempt to program an adventure 
d up to his expectations 

fter I started programming, Irealised 
that I was not going to be able to make 


game as complex as Maniac Mansion 
without a good scripting language, and 
so SCUMM was born,” says Gilbert 
SCUMM stood for ‘Script Utility Creation 
for Maniac Mansion’ and, in Gilbert's 


own words, was a “system that could be 
used on many adventure games, cutting 
down the time it took to make them.” 
SCUMM certainly achieved this aim. It 
was used in 11 games over the following ten years. 
More importantly, several other adventure developers, 
such as Sierra, Revolution and Adventure Soft, soon 
began to introduce similar systems to SCUMM in 
their own games. The reason for this was not just 
because of the way it streamlined development but 
sause of the way it made the games more 
fun to play. “My goal with Maniac Mansion,” explains 
Gilbert, “was to make an adventure game that didn't 
require any typing but still followed the structure of a 
classic text adventure. All of the adventure games of 


ice 


also 


BH Wos Craven's A Nightmare On 
Elm Streot had popularised the teen 
horror genre only a year belore 
‘Maniac Mansion, 2 the idea ™ 
{for this game made perfect aenso, 


ES breathing ile into a character, f 
‘using nothing but words, that I find 
compelling." Dave Grossman 
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ALTHOUGH MANIAC 
MANSION was eventually 
ported to several platforms, 
the most infamous has to be 
the heavily censored NES 
version. The notoriously 
family-friendly Nintendo 

{felt uneasy about some of 
the scenes in the original 
C64 game and asked that 
Lucasfilm Games remove 
them. The line ‘brains 
sucked out’ was changed 

to ‘brains removed’ for 
example, while a recreation 
of Michelangelo's Dawn 
statue was removed for its 
nudity. Ironically, Nintendo 
of America failed to remove 
the most offensive scene in 
which the player is able to 
microwave a pet hamster 

to death. The mistake was 
noticed just in time to stop 
it being included in the PAL 
version however. On the 
subject of Maniac Mansion's 
dark humour, Gilbert says: 
“We never set out to shock 
anyone but we also didn't 
want to make a kiddie game. 
Both Gary's humour and 
my own can sometimes be 
a little crude, so I think that 
just came out in the game. 


s 


the time required typing, and this is understandable 
given that most of them were text based. A few 
games, most notably the Sierra ones, had graphics 
but they still required typing. I never understood this 
and felt that it was only taking it halfway.” 


SEB That Christmas, critics and fans alike hailed 
Maniac Mansion as a masterwork of the adventure 
genre. Its dark comic tone, the multiple story branches 
and its use of the new SCUMM system made 


BEHIND THE SCENES MANIAC MANSION+DAY OF THE TENTACLE 


e29 
sis 


it the greatest adventure of the year and 
cemented Lucasfilm Games’ position as the 
genre's most prominent developer. The game 
was a resounding success, yet Gilbert himself 
was not entirely satisfied with the results. 
“The biggest design mistake is that you can 
get the game into an un-winnable state if 
you use some items in the wrong way,” he 


SEVERAL CHARACTERS 
DIDN'T MAKE IT INTO 

THE GAME BECAUSE IT 
WAS GETTING TOO BIG 


reflects. “This is one of the lessons I learned 

and then applied to The Secret Of Monkey 
Island. It is impossible to put Monkey Island into a 
state where you cannot win it and have to go back 
toa save game. The other mistake is how cut-scenes 
happened. The whole idea for cut-scenes, hence 
the name I gave them, was that they ‘cut’ away from 
the game. Unfortunately, I had this on a timer, rather 
then triggered from an event, So, you might be right 
in the middle of something and, bang, a cut-scene 
would happen.” 

These design faults were, of course, ironed out 
over Lucasfilm’s following games such as Monkey 
Island, though there were certain improvements that 
Gilbert wished to make that just weren't possible 


in Day Of The Tentacte’s foal design. 
“No actually. Complicated was not 


2 quality that bothered us on Tentacle” 
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at the time. As a film fan, Gilbert admits 
that he would have loved to include better 
animation and a full speech track in Maniac 
‘Mansion but these things were just not possible on 
the computers of the Eighties. It would be another six 
years before technology caught up with his ambition 
and, appropriately enough, the first game to include 
those desired elements would be Maniac Mansion's 
sequel, Day Of The Tentacle. 


Mmm By the early-Nineties, Lucasfilm Games had 
become LucasArts and had evolved into a formidable 
videogame powerhouse. Adventure games were its 
forte: Zak McKraken & The Alien Mindbenders, The 
Secret Of Monkey Island and Loom had all been 
hugely successful games for the company. That 
success inevitably required LucasArts to produce 
sequels to its most popular games, and if you look 
at Monkey Island 2: LeChuck's Revenge and Indiana 
Jones & The Fate Of Atlantis, Maniac Mansion was a 
natural choice to receive a follow-up. 

By 1992, Gilbert had left LucasArts to found his 
own company, Humongous Entertainment, although 
he was involved in the planning and writing of Day 
Of The Tentacle. For the design and programming 
of the sequel, the responsibility fell to two new 
recruits. Dave Grossman (Sam & Max Season 1) 
and Tim Schafer (Grim Fandango) had assisted 
Gilbert in the development of the first two Monkey 
Island games and it was thought that the pair were 
now ready to undertake their own project. "We stuck 
together in a kind of checks-and-balances duo to 
lessen the risk for the company,” reveals Grossman, 
“and it was suggested that a new game based on 
Maniac Mansion might be a good application of our 
particular comedy sensibilities. We both thought that 
sounded great and away we went.” 

Asasequel, Day OfThe Tentaclenaturally included 
some of the same characters as Maniac Mansion 
although not all of them made it. "We kept the ones 
we thought were the most fun,” says Grossman 
“The entire Edison family were essential and we 
also liked Bernard for his unqualified nerdiness. We 
had originally intended to keep Razor as well, but 
she didn't make the final cut.” CONTINUED >. 
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What They 
Said... 


“Although the 
graphics and sound 
don't push back any 
barriers, they work 
together perfectly to 
create a believable, 
almost film-like 
atmosphere. Maniac 
Mansion definitely 
rates as a ‘must 
buy’ — it's just a 
shame that it's only 
available on disk.” 
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were still arou 
sessions. We dit 


other possibilities, but 
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st interesting. 


With such an ambitious idea at 


clear wh 
selectable charac 
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for you to be able to do that, and 


st place. 


characters instead of three, 
ultimately decided that the game 


answers 


was plen 
selection ¥ 
production valu 
from the days of 
adding very little in terms of actual gameplay. 
ing we cut, and thank goodne: 
we'd still be building the game today. 


complicated alrea: 


and the character 


the firs! we did or 
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Th 


Tentacle one 


time-travel pre 
the mo: 


se understandably mak 
complicated videogame: 


of its type. We imagine that designing the puzzles 
porating them into the story must have 
been a logistical nightmare. "You'd be right about 
that,” Grossman responds, “although, at the time 
it seemed more like a crazy fever-dream than a 
nightmare. It was certainly a lot to keep in your 
head, and it took months to iron out all the details. 
It was fun to think about, though. We tended to 
design by brainstorm, starting from the problem 

and working toward the solution, just 
‘ou do when you play the finished 
product. Tim and I were at the core, 
directing the process, but the sessions 
also included plenty of other people 
at various times, Pretty much anyone 
who was on the development team 
or who happened to be walking by 
the conference room and heard us 
laughing got to put their two cents in 
at some point. And we ironed out a lot 
before production really got rolling, but in those 
days we did leave some of the details to be filled in 
later. What a luxury.” 

Organising the puzzles wasn't the only difficult 
part of Day Of The Tentacle’s design. The historical 
ect ofthe game's story, which involved interacting 
America’s founding fathers and poking fun 
at famous legends from the period, required a 
certain amount of accuracy from the writing. “It 
may surprise you to learn that there actually was a 
small amount of genuine research done, mainly by 
me,” reveals Grossman, "though typically if history 


like y 
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Point-andclick arguably killed off the 
text adventure, but Gilbert doesnt seem to 
mind. “I was never a big text adventure 

player.” be admis. “Plus, progress happens. The 
FPS killed off adventure games, now 

MMOs are killing olf everthing else, 


BEHIND THE SCENES MANIAC MANSION+ DAY OF THE TENTACLE 


first time was a relatively painless procedure. “Our 
voice director, Tamlynn Barra, had us describe how 
we imagined the characters sounding, then got a 
lot of audition tapes (and yes, this was long enough 
ago that they were actual cassette tapes and not 
digital files), weeded through them a bit, and let me 
and Tim listen to the cream of the crop. I remember 
Denny Delk and Nick Jameson did about five voices 
each for the game, they were quite versatile. Tim's 
sister, Ginny, also appears as Nurse Edna, and I 
remember he abstained from voting on that role to 
avoid the murky shadow of nepotism. The character 
of Bernard was quite difficult to cast, nothing we 
heard quite seemed to work for us, and finally 
in a fit of inspiration I said that he should sound 
something like the character Les Nessman from 
WKRP In Cincinnati, Tamlynn surprised us by saying 
she knew the agent who represented the actor who 
played that part. Shortly thereafter we got Richard 
Sanders, and he was awesome in the role. 

To define a genre once is a landmark achievement 
but to better that formula with each similar new 
game and perfect it with the sequel is almost 
unheard of. Everyone involved with the production 
of either Maniac Mansion or Day Of The Tentacle 
should be eternally proud for that very reason but 
one person in particular has a very different, much 
more touching reason to be proud. "The most 
rewarding moment,” beams Grossman, “probably 


did not agree with what was convenient for 
the game's design, we ignored it and did 
whatever we wanted. Historical accuracy 


TENTACLE PROPELLED 


A Mansion 
Within A 
Mansion 


AS WELL AS being a great 
retro game in its own 
right, Day Of The Tentacle 
also happens to be one of 
the first titles to include 
nother classic game 
hidden within itself, By 
using a computer in one 
of the rooms of Dr Fred's 
mansion it was possible 
to play the original game 


THE SERIES TOWARD in all its 8-bit glory. Dave 
GILBERT'S DREAM OF Greemon tp ho 
INTERACTIVE MOVIES 


about. “One of the artists ~ 


was not our primary concern. The internet 
was not quite as full in the early-Nineties as it 
is now; so much of the research was done by 
going to the library, or by calling the library 


on the phone. Reference librarians are nice 


people, you should ring one up sometime 
and say hello." 


EM The list of difficulties goes on, particularly in 
the script writing, although we're surprised to find 
that making Day Of The Tentacle funny was the least 
troublesome part of this process. “I think comedy is 
easy, at least comparatively, and it's drama that's 
more demanding,” Grossman explains. "Comedy 
is very forgiving, it lets you colour outside the lines 
I'm aware that it's personality thing and that some 
people feel exactly the opposite way, but I don't think 
any of them were working on Day Of The Tentacle 
in any capacity. Writing all of the dialogue was 
something that seemed particularly difficult to do 
while other people were in the office,” he continues. 
"A lot of it got done after hours when it was quiet 
Oddly, 15 years later I'm still facing the same 
challenges. Maybe it’s me. 

As the first LucasArts adventure to include a full 
‘talkie’ soundtrack, Day Of The Tentacle moved the 
genre forward just as much as Maniac Mansion had 
and further propelled the series toward Gilbert's 
dream of the ‘interactive movie’. In comparison to 
the coding of SCUMM and the writing of Tentacle’s 
script however, incorporating voice work for the 


of my entire career, came after the game was 
finished. I was at a convention and someone on 
an elevator told me that her learning-disabled son 
had finally learned to read by playing Day Of The 
Tentacle. Something about having the dialogue 
both spoken and subtitled, coupled with it being 
engaging enough for him to pay attention and watch 
lines over and over again did the trick. I believe 
that games are good for people for a number of 
reasons, but hearing that story made me feel 
ke I'd accomplished something important." ® 


If To hear that Day Of The he 
Tanti hed bape a lcrsng 


(Grossman exiremely proud 
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I think it was Lela Dowling 
~ had done an elaborate 
full-screen animation of the 
founding fathers leaping 
through a window and 
crashing to the ground. It 
wasn't playing properly for 
some reason and what I 
eventually figured out was 
that we had exceeded a 
limitation of the SCUMM 
system. It couldn't handle 
an animation file larger 
than 64K. Ron hadn't quite 
left to start Humongous yet 
‘and when we mentioned 
this to him he noted, in a 
‘my, how times change’ sort 
of way, that the original 
Maniac Mansion was 
designed to fit into the 
memory of a Commodore 
64: the whole thing was 
smaller than 64K. It was 
curiously exciting to hear 
that a single animation 

for Day Of The Tentacle 
‘exceeded the disk size of 
the entire original game 
and we immediately fixated 
on the idea that we had to 
include Maniac Mansion 
somehow. 
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YOURSELF 


They should have been winners, but consoles 
based on popular home computers have all 
crashed and burned. games™ finds out why... 
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THE KILLER APPS 


The consolised computers may have been 
commercial failures but they still had the occasional 
decent game. Here’s games™’s pick of the best 


Fred Ect emmnne We, 
3 5 SS seem the 


all p 
jurnin’ Rubber 


y changing colo 
to night and it 


‘COMMODORE 64 GS 
EA Y ONE of Ocean's best 
game 20 blended 
great graphic rb 
and gripping ¢ 
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giving it builtin hardware sprites, smooth 
alll hardware scrolling, a palette of 4,096 colours 
— 82 of which could be displayed on screen at once 
— it was {oo litle too late, It didn’t help that most of the 
games on these consoles were little more than ports 
from the home computer with a huge price 
tag. Some games were enhanced but they 
began to fall by the wayside in favour of 
cheap cash-ins. 

“Perhaps the manufacturing cost and 
therefore the sale cost of the cartridges 
were too high,” admits Roland Perry, 
Amstrad group technical manager when 
GX4000 launched in 1990. "People could 
buy similar games on floppy disk for home 
computer versions. A look at the price lists 
of games back then confirms this. Cartridges were, 
with the benefit of hindsight, too expensive. 

Nevertheless, both Amstrad and Commodore had 
made steps to ensure their machines had game 
developers behind them, Manchester-based Ocean 
Software became an important backer of the GX4000 
and C84 GS and produced the majority of games, but 


Ocean at the time the GX4000 and C64GS were being 
worked on recalls. “There was a lot of excitement 
at the time,” he says. "I remember there was an 
Amstrad console/Ocean magazine the company had 
produced that had information on all the new games. 
But when the consoles finally came out, I 
had just left Ocean and was working in a 
computer shop. For me, these consoles 
were just a case of too little too late and 
for too much money. Sega had been 
cornering the console market with the 
Master System and then the Mega Drive 
and no one was interested in the Amstrad 
and Commodore. I remember games 
were very few and far between and the 
ones we did have sat on the shelves 
for ages. The boxes got battered and in the end we 
couldn't give them away.” 

Sure enough, within eight months the GX4000 was 
being flogged in independent stores for as little as 
£30 and the big chains had completely given up on it. 
Amstrad Action even ran a contest asking readers to 
find the cheapest GX4000 in Britain. 


‘CONSOLE YOURSELF 


other publishers that were involved with the 

t hi luded Gremlin, Titus, Loricel, 

a! IN 1990, WHO WOULD 
BUY A CONSOLE BASED 
ON 1982 COMPUTING 

ARCHITECTURE? 


mmm TO ENCOURAGE THEM to produce 
games, and in direct contrast to the practices of 
Sega and Nintendo, Amstrad and Commodore 


didn't dictate who could and could not produce 
games for the consoles. In the case of Amstrad, 
the only stipulation was that the packaging had 
to follow a preset format.. Indeed, at the launch of the 
GX4000 Sir Alan Sugar said: “We don't just see this 
as Amstrad fighting Nintendo and Sega, we see this 
as Amstrad, together with companies such as Ocean 
and others who want to make money and who do not 
want to be dictated to, fighting against these people.” 

Having Ocean on board was crucial for both 
Amstrad and Commodore. The publisher was one of 
Britain's biggest, and although it was often criticised 
for its generic licensed titles, it still knocked out some 
of the most popular games at the time. Robocop 2, for 
instance, became an essential title for GX4000 and C64 
GS and really showed off the machines’ capabilities. 
But it wasn't enough, as Mark Jones who worked at 


C64 GS fared little better. The problem was 
that Commodore 64 owners - and there were 
many - were more than satisfied with their home 
computers. If they were going to snap up a console, 
they would want something more advanced than 
a machine based on something they already had 
While the GX4000 had better technology than the 
CPC, the C64 GS was basically a Commodore 64 
without the keyboard. In 1990, who in their right 
mind would buy a console based on 1982 computing 
architecture that performed fewer functions than the 
original computer? 
Quite simply, the manufacturer waited too long 
to take the plunge, but the reason why CONTINUED >. 


'§ Ocean produced a magazine 
highlighting the best of the GX4000. 


1 As well as GX4000, Amstrad thought 
it had all bases covered by bringing out 
the CPC Plus range, including GX4000 
capabilities within the CPC computer. 


THE ATARI XEGS 


ATARI WAS 
ANOTHER company 
to try to blur the 
console-computer 
lines. It took an Atari 
65XE 8-bit computer 


able to play around 
a decade's worth of 
discs and cartridges 
s0 Atari thought it 
was on to a winner. It 
came with the game 


with a lightgun, 
Bug Hunt and an 
Atari 2600 joystick. 
By plugging in the 
optional keyboard 
it was on its way 


and worked on its Missile Command to becoming a full 
aesthetics, coming out built in. The machine —_ computer. But just like 
witha machine that couldbeusedasa —_the GX4000, Cb4GS 
looked more like a standalone console and Amiga CD32 it 
game console. Itwas  anditcame complete flopped. 
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THROUGHOUT THIS retro 
article, we have looked 

at whether consoles can 
become computers or vice 
versa. What's interesting is 
the British-made PC-Mega 
Drive hybrid that combined 
a Sega Mega Drive and a 
regular 386SX PC, running 
at 25MHz with a 40MB hard 
drive and 1MB of RAM. 

The machine was made 
by Amstrad and was similar 
in concept to the Teradrive 
released in Japan which had 
a Mega Drive in a 80286 PC. 

The Mega Drive was 
integrated into the Amstrad 
computer as a 16-bit ISA 
card and was accessed 
by a switch at the front of 
the computer. There was 
also a slot at the front of 
the machine into which 
cartridges could be inserted 
and all Mega Drive games 
even those on Mega CD 
- could be used. 

The PC also had stereo 
sound as well as a headhone 
socket, something that was 
removed from Mega Drive IL. 

And yet the machine cost 
small fortune — £599+VAT 
-and so priced itself out of 
the range of the average 
console fan. A 2MB 486SLC 
Megat Plus cost £799+VAT, 
and for an extra £100 buyers 
could get a 130MB hard 
drive and 4MB of RAM. Yet 
it was all still too expensive 
for gamers at the time and 
ultimately failed 


+ 


+ a 


is clear. In the Eighties the computer was 
king. Consoles only began to emerge as a 
force in the late-Eighties and early-Nineties and 
that is what caught the atiention of Amstrad and 
Commodore. But by deciding to capitalise on the 
success of their existing brands and technology, 
they were trying to nudge their way into the console 
market on reputation alone. They believed that 
people would buy their consoles out of blind loyalty 
and familiarity and didn't see that people wanted 
16-bit and that rival consoles were offering not only 
more but also something new. 

Cliff Lawson, who was a member of the team 
behind the GX4000, said: "By the time we launched 
the new machines, computers like the Acom 
Archimedes and Atari ST were showing what 16- 
bit CPUs could achieve. And we were still stuck 
in the B-bit world. Admittedly, the GX4000 
had hardware assistance but the ST and 
Archimedes had powerful sound and 
graphic support chips too.” 


mE FOR AMSTRAD AND Commodore 
to make an impact would haye meant 
matching the marketing budgets of Sega 
and Nintendo. With a bit of spin, they might 
have been able to achieve success, but 
Sega and Nintendo had the cash to splash. 
Amstrad and Commodore didn't. It meant the 
Japanese companies were able to entice gamers 
away from both the home computers and their 
spun-of consoles by bombarding gamers with cool, 
eye-catching advertising, and word of mouth in the 
playgrounds spread. Amstrad and Commodore 
could never hope to beat the likes of Mega Drive. 

“If you have millions of pounds and 
can throw the odd few thousand here 
or there to various software companies 
to persuade them to target software for 
your console you will succeed,” explains 
Lawson. “But the risk is that you run 
the entire console business at a multi- 
million pound loss - hugely subsidising 
it for the first couple of years until it 
gains a foothold.” 


COMMODORE DIDN'T 


While Amstrad decided to cash in its 

chips and pull out of the home computer and 
console market, Commodore stuck at it and, in 
1993, launched CD32, a machine based around 
the architecture of the A1200. What's more, it did 
a better job of it this time around with the CD32 
beating Sega's Mega CD and the Philips CDi. But 
that didn’t stop it from failing. It may well have been 
the first 32-bit console to hit Europe and 
North America but problems with the 
supply of components and the looming 
bankruptcy of Commodore International 
contributed to its downfall 

“The videogame industry is the 
entertainment industry. The computer 
industry is not," says Needle, summing 


up the situation. "We in the computer 
industry had a hard time believing that 


Computers And Consoles By Numbers 


| GX4000 — 15,000 sales 
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i Commodore 64 GS — 20,000 sales (80,000 produced) 


d CPC — 2,500,000 sales 
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PLUG-AND- 
PLAY THE 


C64 JOYSTICK 


Commodore may have died over ten years ago but 
C64 is still going strong. Albeit in reduced form 


the Commodore 64 


operating ( 
ith keyboards o 
Pointle 

s but there’s no 

ting the ion and 


dedication of a C64 fan 


| Cd emulation was too awkward and fiddly for some, 
180 C64 DIV is the pertect way to replay those classics. 


a 
B ‘Commodore and its biggest supporters did an admirable job of 
promoting the C64 GS but the sod truth was that cartridges were just 
: far to expensive in comparison to cassette tapes, and ollred litle to 
ei _ sty the extra cost. The console was destined fr faure ail along. 
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The world’s most embarrassing [iii 
console ports under the spotlight 


THE HYPE 


POPEve, 


d 


T 
BONUS // ( 


HYPE MAY WELL be the wrong word to 
describe Popeye. The 27-year-old Nintendo 
coin-op is far from well remembered and 
definitely didn't set the world alight to the same 
degree as its contemporaries. But it was very, 
very good. Designed by Shigeru Miyamoto, 
Popeye has superficial similarities to Donkey 
Kong but actually has more in common with 
Pac-Man. Instead of munching pills you collect 
love hearts, and instead of turning the tables 
with a power pellet you do so with spinach. 
The best things about the game, however, were 
context-sensitive actions, like the bucket on the 
first level that can be dropped on Bluto’s head, 
and the seesaw on Level 2 that lets you bounce 
from the bottom to the top of the screen. 


SYSTEM 
FAILURE 


1982 


wes 708 


ad 


‘You know a game must be light 
clearer warning sign on selling points when most of 
than this. Just look at 


those terrible visuals! 


PARKER 
A video game cortricige from [ESSSS) For the PHELPS VIDECRAC” Comy 


It's a good thing the game tells you who the main playable 
character is, because we honestly can't tell from the screenshots. 


Philips Videopac 


Parker Brothers 
Parker Brothers 


THE REALITY 


NINTENDO'S POPEYE COIN-OP 
isn't just a good score-attack 
arcade game; it's also one of the 
best licensed games of the early 
Eighties. The bold visuals, the 
expressive animation and sense of 
fun all help reinforce the feeling 
that you're playing a cartoon come 
to life - which makes Popeye's 
visuals almost of equal importance 
to the gameplay experience. 
Needless to say, the Philips Videopac 
doesn't come anywhere close to 
replicating the look of the original, 
but it's quite shocking just how 
much the game's blocky levels and 
blockier characters fail to capture 
the distinctive look and charm of the 
licence. Anyone buying this version of 
the game and expecting an authentic 
Popeye arcade game experience at 
the time of release must have been 
sorely disappointed. 


This generic- 

looking stick-man 

is meant to be 
Popeye. Can you believe 
that? His arms don't 
even enlarge when he 
eats spinach ~ he just 
tums red! Terrible. He 
really could be any 
character at all and 
Probably was used in 
other Videopac games. 


What You Should Have Played It O 
aT 


This is Olive Oyl. 
The sprite doesn't 
©98 look anything 
like her, granted, but at 
We can see that 
she is female. What 
she's doing here is 
anyone's 3s, tl 
She could be erie ot 
but it actually looks ' 
more like she's being 
sick on the floor. 


1-000000 ToP-000000 


These division 
signs don't appear 
in the original 
game, nor any other 
Conversion, for that 
matter. They're basically 
elevators, even if they 
don't look it. Quite why 
ae developer couldnt 
put working stairs in, 
like the original game, 
we don't know. : 
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His name may not have the star power of SHIGERU MIYAMOTO or NOLAN 
BUSHNELL, but for fans of text adventures: the name SCOTT ADAMS is 
equally important. As the man who introduced interactive fiction to 
the home computer market: ADAMS lay the groundwork for a lineage 
of story games that’s still alive and kicking today- 


IN THE DAYS before Sierra and 
LucasArts held court over the 


adventure genre, when home 
computers were scarce and Zork could only 
be played on a mainframe, Scott Adams was 
one of the pioneers of a fledgling videogame 
industry. He's best known for founding 
Adventure International in 1978 — the first 
company to sell adventure games —and going 
on to author nearly 20 interactive fiction titles 


over the next seven years. But his introduction 
to development came a decade earlier, when 
his Florida high school acquired a computer 
terminal in the late Sixties. 

“I was instantly hooked,” Adams recalls. 
“I got special permission to come to school 
before it opened and the janitor would let 
me in. I would stay after school until nine or 
ten in the evening and all my free time went 
to teaching myself programming.” Adams 


had never taken a programming class and had 
only the guidance of the University of Miami's 
manual for the APL-360 computer language. "My 
first major program was a tic-tac-toe program 
that never lost. It took me at least a month or 
more to perfect.” 

“L always thought of myself as a programmer 
that loved to play games and make them if there 
werent any to be played,” Adams describes 
himself. That was the situation 


Scott's first game. The letter E 
roprosents the Starship Enterprise, 
while C is an enemy ship. The ships 
could be moved and weapons fired 
Using the keyboard. 


omputer 


‘wrote the g 


painstakingly 
Dubbed Scot 


through a series of caves based on 


caves in Kentucky, solve puzzles, 
ures. "It felt more like an open: 
1 game at times,” Adams recalls 


al Co 


experience playing Col 


on the Stromberg-Carlson mainframe. "It 


a great deal of fun to play and sol 
re slowly infiltrating the 
ased a Tandy TRS-80 for 


james were available for 


s time computer 
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provided a storytelling « 
and Adan 


1 progrc perience 


saw an opportunity 
jon to the average Joe. He 
> that would run a text parser 
to the 


game 


DESIGNED BY PROGRAMMER and spelur 
mM 


the granddaddy of 


emory as Oppo! 


ve, and created his first 


commercial game for the TRS-80: Adventureland. 
d in 1978 


nture Intern 


- dams i company, 
1 The code for Scott's 1975 
space shooter spanned 14 


hand-written pages. 


that accept 


his was the first adventure 


puter 


ureland was primarily 


The player's objectiv 
aworld of hodgepodge 
dragon, the 
yer Paul Bunyan, Adams set 
I'm ina forest 


ed “WHAT 


jo recover 


uded a sle 


followed by a noun - such 


as ‘CLIMB TREE’, "THROW AX 


Home computers’ limited 
ystem memory meant that 
dams had to significantly restrict 
the text parser's vocabulary, often 
tothe player's frustration, Although 
Adventureland had a vocabulary 
of about 120 words, the parser only 
recognised the first three letters 


| adventures, releasing new titles s 
jure, The Count, Mystery Fun Hous: 
about twice a year. Distribution expanded 
mputer models, with 
available for the 
Atari 8-bit series, Commodore PET, Texas Instruments 
TL-99/4A and Apple I by the early Eighties. 

Adams’ inter 1 is told in the first-person, 
each game set in a new and iconic environment. 
The player character is almost always unidentified 
nonymous, and the lack of a defined back story 
ayers to jump in and assume the protagonist's 
role, a convention that persisted in later adventure 
games like Cyan's Myst series. When asked who he 
ined these anonymous characters to be, and how 


acros 


ima 


.ey got into the situations they were in- standing on a 
deserted road leading into a haunted ghost town, for 
example - Adams replies: "Inever had a back story in 
mind. I let people supply their own ideas.” 

Every time I added a new game, I tweaked the 


engine and added new features,” Adams says. With 
each relea: 


, the text parser got smarter and its 
eased. The games ramped up in 
l, and hint bo 


yocabular 


of each word. "This caused son difficulty as we became a profitable 


words that had three side business. “Later 1 came up with the SAGA 
different," Adams re ron [Scott Adams Graphic Adventure] engine that used 
a ledge that people needed to get past. I wanted { graphics, but was still two words. Then I went to 
them to shout at the bear and put in for SAGA+ and it allowed full sentence inputs.” 


shout, screan ar from a Why add graphics when the text-only format was 
all? “It sort backwards,” admit 
‘Usually the pictures were never as good as 


] imagined themselves. But peop 


I got an interesting 
player who was so frustrated with the bear he typed 
in 'SCREW BEAR’ [and the] game replie 
startled that he 


xd "Bear is so Ada 


ledge!’ [peopl wanted 


them and they sold, so I added them.” Several of 

ADVENTURELAND WAS FIRST marketed 
rough adve n cor 
such as Byte, with Adams duplicat 
himself and 
word of Adve 


equel 


orders 


for the Texc: 


uments system as 
“Getting a full graphic 
ure into a TI-99/4A game cartridge was 
an amazing feat,” he points out. “One that I 
ever repeated.” Unfortunately, 


ntureland sp 


International in 
selling into Radio Shack and ott 
Adams began 


eased production and 


her ret 


hurnin, 


it was a feat few players experienced; Return 
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To Pirate's Island shipped just as Tex 

Instruments was abandoning production 
of the TI-99/4A, and only a limited number of th 
cartridges were ever released. 

In a few short years, Adventure International 
had grown from a one-man shop to a thriving 
company with about a dozen employe 
including Adams’ then-wife Alexis, who was a 
general manager. The company branched out 
from Adams’ text adventures to publish busine: 
and utility software, as well as other types of games 
= some notable examples are Russ Wetmore's 
Preppie and Preppie Il, and the Galactic Saga 
trilogy created by Doug Carlson, who went on 
to form Braderbund. The UK-based Adventure 
Soft, which later rose to fame in adventure gaming 
circles with the Simon The Sorcerer series, set up 
shop in Birmingham to port Adventure International's 
games to British hardware, and also created its own 
games using Adams’ engine. 

n 1984, Adventure International celebrated its 
continued success by securing two high-profile 
licensing deals: The Adventures Of Buckaroo Banzai 
Across The 8th Dimension, based on the 20th Century 
Fox movie of the same name, and the Questprobe 
series, in partnership with Marvel Comics. "We were 
contacted by Joe Calamari, the vice president of 
Marvel at the time,” Adams explains. "He wanted 


athenge 
od downwards 


to see 
thoug! 
best route to do it, 


he characters on computers and 
[Adventure Intemational was] the 
The Questprobe series was 
planned for 12 instalments, each featuring a 
different Marvel favourite as the protagonist. 
Until this point Adams had been calling the 


Gunbioks thas The Bios 5sekay 


hin Marvel's guidelines. “I read the Marvel 
~ it was before they were about 
lish them [for] the first time — and had a 
to every single comic Marvel made, 
and I submersed myself in them.” Adams recalls 
working with Marvel as a fairly straightforward 
process: “I had full freedom, as long as I didn't have 
characters doing something unexplained. Like killing 
off Spider-Man permanently, for example." 


2 comi 


jon 


THE GAMES WERE accompanied by a series 
of Questprobe comics written by Adams and inked 
and drawn by Marv "It was an incredible 
neet the Marvel folks and work with 
‘One of the highlights of my career. I 
still remember when Stan Lee autographed one of the 
comics I had written for the series." The Questprobe 
comics had different storylines to the games, and 
ms remembe ig as tie-ins, with each 
pethero "was 


1 artists. 


experience to 
them,” he says, 


them servi 


thrown or pushed rwise tricked 1 
portal the Chief Examiner created. The 
told if they wanted to find out what hap 
they would need to buy 

Marvel gave Aden 
characters appeared in each game: "Hulk, I saw as 
an easy target, as his power set was limited. To be 
to work with [the Fantastic Four) meant I had to 
F 1 adventure, and that would take 
"For this reason, The Hulk became the 


ough a 


e freedom to decide which 


some time. 


first game in the series, with an easy difficulty level to 
help ease Marvel fans into the adventure gameplay. 


Spider-Man came next, followed by The Fantastic 


I was only the third ofa planned 12 game satis, but 
‘Questprobe #3 tured out to be Scott Adams’ swan song. Had 
the series continued, « game featuring Mr Fantastic and invisible 
‘Woman would have been among the remaining instalments. 
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Adventure #5, The Count, had 
players trying to defeat Count 
Brack ising te ay ty in 
his Transylvanian castle. The game 
featured a day/night cycle, with 
time-based events and puzzles that 
‘could only be solved at specific points 
‘during the three days. 


i sy 


= 


a 


4 


Four, which Adams cites as one of the 
favourite games of his career. It featured 
the Thing and the Human Torch as 
playable characters, with gameplay 
that required switching between them 
and taking different actions in different 
eed. Although both 
roles could be assumed by a single 
player, Adams considered it an opportunity 
for two players to collaborate, making 
The Fantastic Four an early example of 
story-based multiplayer gaming. When 

asked why only two of the superheroes 

were playable in the adventure and not all 

four, he admits: “It was my decision. | had 


locations to si 


to limit how much I could get into a game.” A second 
Fantastic Four title likely would have come later in the 


Questprobe series. An X-Men game was next in line 
but was canceled when Adventure International went 
out of business in 1985. 

Only two years earlier, Adams’ company 
had experienced its best sale 
$3 million in revenues. But the videogame 
was changing fast, with Apple and IBM 
computers and the Nintendo Sntertainment 
iS 
de 


ar ever, with 


mark 


2m overshadowing other platforms. Adams 


ribes issues with Texas Instruments 


and Commodore at the heart of Adventure 
International's shutdown. After years of 
selling the TL99/4A at a loss to compete 
with Commodore and others, Texas Instruments 
discontinued the comput 
platform for Scott Adams’ text adventures. “The TI ha 
great guts but the external system was f 
ails. “That's what sunk their sales. If they 
had put a real keyboard on it and lett off the cartridc 
ave sold a ton and not gone ou 


on the world, remember how Adar 


, taking with it a major 


program 


ates gi 


Forty years 


ety muc 


games,” he says. 
as EverQuest Il, 


ing around 


business. "Licensin 
d licensed Commodore to have the e: 
to the Marvel Questprobe ser 
it, and this was a big problem. They ended up having 
to buy out of their contract at ten cents on th 


issues also caused probl 
lusive ri 


me: 


ies. They basically sat 


was a major loss of planned revenue. 
nts have grown, but at 
WITH HIS COMPANY bankrupt, ndboxes that 
retumed to his or 3: progr rn that simple and timeless 
to work for en: rm Esterline AVI uestion For this, we all 
he remains today as a senior pro; 
15 years before Scott Adams de: 
In 2000 he released Return To Pirate’ 
Island 2 for Windows PCs, but admits it was 
more of a novelty project than a business 
endeavour: “I only did this because 
numerous fans kept requesting something, 
It was fun but hasn't really sold any great 
number." The game returns to its text-only 
roots with an enhanced parser that 
understands full sentences, and boas! 


sound effects and a built-in hint system. It 
sells for $19.95 from Adams’ website 
(wwwmsadams.com). “I have a shelved 
game that I keep thinking I will get back to, 
but haven't in some time,” he adds. 

If this seems like a sad end to the tale of 


the man who unleashed story-based gaming 
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DETAILS 


Format: Neo Geo AES 
Year: 1996 

Publisher: SNK 
Developer: Nazca 
Expect to pay: 
Around £1,000 


‘The clamshell 
box. Keep an eye out for 
photocopied : 
Could indicat 

cartridge inside. 


One quarter of 
all Japanese cartridges are 
thought fo be pirated: Consult 
the experts at Neo-Geo com if 
youre unsure 


+ + 


a2 


Your 
monthly 
guide to the 
rarest retro 
treasures 


61200) ABHS,EOME Ii 
THOUGH EVERYONE is now } Cea iL. ts 


well aware of the extremely high MPSA 
quality of the Metal Slug games, 19 
the series was something of an , 
unknown quantity back in 1996. 
Cautiously released into arcades 
that April, SNK must have known it 
had a good game on its hands but 
couldn't possibly predict whether it 
would go down well with gamers in 
the post-Virtua Fighter, 3D-obsessed 
market. Of course, the arcade game 
went on to become hugely popular, 
but SNK didn't wait to see this and 
quickly released a limited run of 
cartridges just five weeks after the 
arcade version debuted. 
SNK's short-sightedness caused an 
extreme imbalance between supply 
and demand as every single one 
of the millions of Neo Geo owners 
around the world clamoured for one 
of just a few thousand cartridges. 
Prices quickly escalated from the 
naturally high retail price up to 
astronomical figures of £1,000+. 
Now, over a decade on, many 
Neo Geo collectors will tell you 
that Metal Slug is far from rare in 
comparison to other titles (there are 
only four known European copies 
of Kizuna Encounter, for example), 
but the truth is that the authoritative 
Neo-Geo.com still lists the US 
cartridge as “extremely extra rare” 
with a value that continues to rise. 
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YOU BET IT IS. The Metal 
Slug series is undoubtedly 
among the top three run-and-gun 
titles of all time and the first Slug 
is arguably the finest of the lot. 
Packed full of humour, slick finely 
tuned gameplay and exquisite 
pixel art, it is and always will 

be a 2D masterpiece. Yet while 
the Neo Geo AES version is 100 
per cent faithful to the coin-op, 

it doesn't quite provide the best 
playing experience, especially 
for the price. For a fraction of the 
cost you can get the Neo Geo CD, 
PlayStation, or Satur versions, 
all of which include the bonus 
Combat School mode, which 


gives the player new missions 
to complete on the levels they've 
cleared. Alternatively you could 
download the Virtual Console 
release of the AES cartridge on 
Wii for the bargain price of 900 
Points. At over £1,000 then, the 
excellent gameplay of Metal Slug 
doesn't come close to justifying 
the AES price tag in comparison 
to other releases. So, unless 

you really love the tangible 

value of playing on one of those 
super-sized cartridges and SNK 
arcade sticks then the AES cart 
should be viewed primarily as a 
collector's item above all else. 


retro@imagine 
publishing.co- 
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I'VE GOT ONE 


Name: Frazer Rhodes 
Occupation: Flood Incident Manager 


My interest started way back in 1980 when the system 
was first launched and screenshots of the games 
appeared in magazines. It was way out of my price range 
back then, but atter months of hard toll at a screen- 
printing factory, I finally managed to save up and buy a 
second-hand AES with Fatal Fury and Robo Army. Alter 
that I was hooked. 

Once you start collecting Neo games it grips you, the 
rarity of some carts means there's plenty of competition 
when titles like Metal Slug come up for sale. Rationale 
goes out the window when you're bidding on a much- 
needed title for your collection. Metal Slug is just the one 
everyone wants, the animation, the gameplay, the arcade 
feel, it's the original and that's what counts. 


Iplanned to buy a copy in Japan. I travelled to Tokyo in 
2006 cand bought lots of Neo games in Akihabara and 

t Mandarake Galaxy in Nakano, but I couldn't track 
down a copy. | tried again in 2007 visiting Tokyo, Osaka, 
and Nagoya, but again ! drew a blank and purchased 
lots of other retro games, but, alas, no Metal Slug. So 
with the collection expanding and a big gap in the Slug 
series, I tumed to a trusted retro-game import specialist 
videogameimports.com to source me a copy from Japan. 


It was an original in mint condition, and I paid £500. 


Iplay ail my Neo Geo games... okay, well maybe not the 
unplayable Japanese text ones like Quiz King Of Fighters, 
but I'do try. They're not just for show. Metal Slug is a 
classic of its time, but still offers a fantastic experience 
now. The game is just so clever with great litle touches. 


Well, I'm not alone in having sald a Neo Geo collection 
to then buy all the games back. Neo Geo is addictive like 
that. I'm sure if I sold the copy of Metal Slug I'd only end 
up buying another at same point. It will be a centrepiece 
of my collection and this one won't be for sale. 
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(designer/programmer) 


(designer/programmer) 
vaeuwann, tt IT WAS THE SORT 
ae cad OF GAME THAT ED 
AND I JOKED ABOUT 
WANTING TO MAKE 


It's zombie time. Grab your popcorn, 
turn off the lights, and join games™ 


as we unravel the origins of one of 
gaming's finest horror parodies 


7000 


BEHIND THE SCENES ZOMBIES ATE MY NEIGHBORS 


TT 
= 
$e 


Posted by: 
4 There is something very 
nostalgic about Zombies Ate My 
Neighbors. The majority of people 
won't remember it at first, but 
when prompted with details, you'll 
neatly always hear unanimous 
‘appraisal. There was just 
something very special about it. It 
seemed almost never ending. 


Rosted by: 

PARTTIME GAMER 

4 Zombies Ate My Neighbors 
was simple, fun, and addictive. 
The co-op is why the game was 
so important, | remember I used 
to play it with everyone from 
my friends to my mother and 
everyone else in between, 


in our games. Im not sure he 
ever know that we put him in there.” 


4 Without doubt one of the best 
games on SNES, and one that's 
not aged at all. While some other 
classic titles need a little help 
from nostalgia to get you through 
them, Zombies still plays well, still 
looks great, and still makes me 
start to panic when the chainsaw- 
wielding maniacs start cutting 
through the hedges. 


Posted by: 

RAIN 

4 The vile little chucky dolls 
were a nightmare to kill and the 
‘werewolf potion was the best 
remedy for fighting the giant 
baby. I still shudder at the giant 
underground worms and how 
bloody hard it was to find the 
skeleton keys. 


Posted by: 

UAMES | 

4 Zombies Ate My Neighbors 
was a B-movie fan's wet dream. 


Py ot 
4 


4 Ey 
VINEE! 


ts 


You could have just as much 
fun spotting the film references 
playing the game. It was like 
Gauntlet for the MTV generation. 


Posted by: 
4 This just bored me, to be 


1 Censorship of work meant that the dipping blood was changed Tromelin Fs kat 
to. diferent clour so cs not to ofend gomers forthe SNES release coming back. 
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What They 
Said... 
ra ¥ BJ 


“There's not an 
original gameplay 
feature in sight 
here, but it's 
incredibly fast, 
full of action, and 
the graphics are 
so funny you'll 
probably die 
laughing. Just 
don't come back 
as a zombie” 


46 


Chansewwelding maniocs were only present in the 
[American verso of the game, wih censorship iss.es mening 
they were changed to himberjacks in the European release, 


Killer Clowns From Outer ‘ 


mov 


Ebert ex] 


prox 


an: 


reminisc 


Did 


to let the player 
that he 
in the g 
out a progr 


that I could go about 20 le 


Child's Play, 


jobia, 


could bui 


ve! 


very accurate, 
desks. It really didn't o% 


ur tome at 
might be bad 
from 


Rescuing neighbours 


rewolves, killer babies, and off 


mummies, 


monsters was the main goal of the game, with 


fctims varied from cheerleaders 
burger flipy 
all bearing a comical edge to their appearan 


for 


If I were doing the game nov 


parody of 


ven down to the locations of 


the 


time that having George Lucas out front of the office 


zombies, 


ther 
an 


exit opened up once all ten had been accounted 
tourists, 
nd archaeologists, 


nce, 


10 be Julie [the 
female character]. There was a movie, Night 
Of The Comet that had a gun-wielding cheerleader 
fighting zombies. We later changed it for some reason 
{the cheerleader] 
would be a playable character. The burger-flipping 
mebody Dean Sharpe knew. 
The rest were just different people to fill up some of 


THE FAT MAN ALWAYS 
SHOWS UP DRESSED 
IN A RHINESTONE SUIT 


AND A BIG COWBOY HAT 


Y y quickly 
built our actual offices as a floor plan. They 


I would 
but 


the environm 
50 more neighbou 
evil school teacher was, of cou: 


were mem 


least points. 
an be killed instantly by contact (altho 


there are certain excepti 


Victims c 


Idier who survives 


yirl who can't die and a 


@ race to reac 


ving just one surviving charac 
, Ebert worked on expanding the 


from its original 36 le T 


pbours alive it tak 
ed through a level, but you also aren't so cl 
mpletely. We knew we had 
chen our publishing deal 
ided 
levels. That way we knew we 
no matter how you played 
ike cheesy horror movie: 


and 


sound effects play a huge part in atmosphere, 
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ave liked to have 


nory 


ugh 


like the trampoline 


one 
the 


er 


size 


problem 
that one neighbour the game ends. If 
much longer to 


this 
got 
just 
had 


over dramatic 


and 
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ZOMBIES ATE MY NEIGHBORS 


t this is also the cas 

screams and maniacal laughter make the game just 

. as entertaining to listen to. "We didn't have a sound 
l department that could do SNES sounds at LucasArts, 

Ebert explains, "so we took our computers and spent 

2 , two days with a sound programmer in LA and created 

Pa eleased, bu all the sounds effects for the game in that two-day 

ui a session. We then got in touch with "The Fat Man’, and 

7 his team did our music. They did a great job, there are 

“ still two songs stuck in my head over ten years later. 

Fat Man always shows up dressed in athinestone 
ox suit and a big cowboy hat. His self-marketing is great. 

You never forget him once you meet him. 


in Zombies, where blood-curdling The tentacles om Day OF The Tentacle star 
{heir own bonus level tht pays bu othe game. 


Although LucasArts gave Mike Ebert and co 
e the green light for Zombies, it showed little interest in 
g the development, which actually worked in the team’s 
favour, "They just left us alone, and didn't really try 

to change or influence anything. We were pretty low 

budget, and it was no huge loss if we didn't sell very 

well.” After ten months the team took the game to 

CES where it received considerable interest. "With 

no publisher, we took the almost-completed game to 

CES and just let it run on the show floor. We got a lot 

a of offers from publishers, very fast. When that started, 

G LucasArts became very excited about the game.” In 
the end, Konami offered LucasArts the publishing 

contract and came up with the unique title. "We really 


wanted ‘Monsters’ as the name, but there was a TV Before the game could be released, some 

show with that name and we couldn't use it, When alterations were needed as a result of censorship. 

ald i Konami bought the publi hts from LucasArts, Despite the somewhat innocent cartoon style of the 
that name. At first I hated it, but game and its tongue-in-cheek humour, it was decided 


they came up with 

i that the name was considered unsuitable for certain 
countries and was shortened to Zombies for Europe. 
That isn't all that was changed for the European 
release, the much-loved chainsaw maniacs were 
transformed into lumberjacks with axes, with the 
level names altered accordingly. The SNES version, 
in all countries, suffered from Nintendo's strict family 
guidelines, with the blood dripping down the screen 
tumed to a different colour as opposed to the crimson 
red of the Mega Drive release. Issues of censorship 
never worried Ebert. "I actually had to make the 
changes,” he reveals. “I was pretty used to seeing 
censorship in a lot of game products, actually. When 
we did Indiana Jones 3, we had to take all the 
swastikas out of the art for Germany. So this wasn't too 
uncommon at that time.” Censorship issues aside, the 
SNES and Mega Drive versions contained the same 
levels and content, with some minor alterations made 
to the Mega Drive's visual style to accommodate the 
difference in graphics chips. The latter began the 
conversion six months after the SNES, but by the end 
of development, both versions were in sync. 

Despite Ebert's enthusiasm for a third game in the 
series (see Going On Patrol), the chances of a follow- 
up look slim. Zombies was recently given a rating as 
@ potential download on Nintendo's Virtual Console, 
but this was withdrawn not long ago so it's looking 
likely that it will be left firmly in the past. Luckily it's 
one of those games that is relatively cheap to get hold 
of so if you still have a SNES or Mega Drive, it's worth 
digging up this classic and revisiting some old, 
the next one, mang later levels almost imposible i only a few have been reco. rather undead friends 
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(OffFiames 


SIMON BELMO 


game, and the most prolific of the series’ heroes, Simon 

Belmont has become synonymous with videogame vary 
slaying. He's one of the most memorable personalities of the NES era 
and has been adopted into the wider culture of gaming as a whole. He 
was one of the few non-Nintendo characters to feature regularly in TV 
cartoon show Capiain N: The Game Master and has made cameos in 
more games than he has appeared in Castlevaniatitles. He's a playable 
character in arcade brawler Battle Tryst and GameCube Smash Bros 
clone DreamMix TV World Fighters; he's a major character 
Wai Wai World series; and he’s also appeared in other games you 
wouldn't expect, such as Ganbare Goemon 2, New International Track 
& Field, and even Evolution Skateboarding. Despite fan demand for 
darker, edgier Alucard to take the central role, Simon Belmor 
to play the 


‘onami's 


lead in an upcoming Castlevania movie. 


1 & DESPITE HIS POPULARITY, lil is known about Simor 
origin, either in the story of the game or th 
His first appearance was in the 1986 MSX release 


e cont 


which one F Hayakawa is credited as the art desig 
else is currently known about the decisions that i 
The game itself is virtually bereft of any narrative, but the synopsis 
on the back of the box reveals that Simon acquired b 
whip from his father - a detail expanded ot 
learn that the whip, also called Vampire 
that passes between generations of Belmonts and links many of 
protagonists of the different Castlevania games. 

Simon's next appearance was in the smash NES title 
Rather than being a sequel, it was a remake of the MSX or: 
retelling of the story but with slightly different gameplay and graphics 
This strange fact is one that can actually be applied to almost all of 
Simon's appearances throughout the Castlevania series. Subsequent 


in future games as we 


iller, is a family 


Castlevan 


jinal — 


releases, Haunted Castle (Arcade), Super 
Castlevania IV (SNES), Akumajou Dracula 


(%68000) 
(PSone) are all set in 1691 but 
variations on the gameplay. 

One of the most unusual repercussions of 
Vampire Killer's cross-platform retellings is 
the way Simon's visual design altered with 
each iteration. There was no guideline for 
Simon's look, so in each game he was almost 
unrecognisable from the last. His build, his 
ning and his hair would change. 

With the release of PSone's Castlevania 
Chronicles — itself an enhanced port of the 
X68000 game — in 2001 a standard design was locked down. The 
concept art for the release was drawn by Ayami Kojima, who helped 
re-invigorate the franchise with Symphony Of The Night, and Simon's 
her clothing became the definitive look. 


and Castlevania Chronicles 
feature 


d hair and brown leat! 
A year after Chronicles’ release, in the run up to the debut of 
GBA game Harmony Of Dissonance, new Castlevania producer 
Koji Igarashi wrote a new timeline for the series, which immediately 
became the official canonical story for the series’ complex narrative. In 
this timeline, several previous games were wiped from the canon and 
hem much of Simon Belmont’s established history was rendered 


wih 


evant. The only Simon games now considered canonical are 
the NES version of Castlevania and its direct sequel, Castlevania II 
Not even the fan-favourite Super Castlevania IV would 
official part of the overall story. 


hange to come from Igarashi’s re-write was the 
oval of Haunted Castle from the timeline. This obscure arcade 
game (only recently converted to a home format with the 2006 PS2 
is one of the lesser-known Castlevanias, but also the one 
jost insight into Simon's back story. In fact, the 


that offered # 


most memorable part of the game is the opening cut-scene in which 
Simon's betrothed is snatched away by Dracula, leaving Belmont 
nding alone in an uncharacteristic white wedding suit 

I's unfortunate that such an iconic moment has effectively been 
wiped from the Castlevania history books and even more unfortunate 


that Simon Belmont has remained nothing more than the sort of 
hollow shell that defined heroes of the NES era while his modern 
predecessors have been extensively fleshed out 

With each entry in the Castlevania series gradually adding more 
layers of depth to the franchise's mythology, we can only hope that 
Igarashi will one day leave the dark and moody cast of the latest 
games and build a new title around Simon Belmont, finally giving him 
the background and personality he's been lacking for years. 


|W The iconic scone in which Simon approaches 
the gates to Castlevania. (CE4 version) 


|B The very fist boss that Simon meets: @ huge 
‘vampire bat (PSone, Castlevani Chronicles) 


Sczocis sale exetched away fm fam in the 
Introduction to the arcade gume, Haunted Castle. 


{The first of many battles against Count 
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‘Dracula, from the climax ofthe first NES gama. 


SIMON BELMONT 


The limited colour palette With so a few pixels available 
of the NES/MSX meant in the early days, Simon 
that Simon's original never really had what you 
hair had to be the same could call facial features. 
colour as other parts Even in the SNES and 
of his body. As Simon. PlayStation days it was 
leapt onto more capable difficult to make out what he 
systems, however, the looked like without referring 
colour palette grew and, to the cover art, However, 
he received all kinds ith the advent of the 3D age, 
other dye jobs. and his appearance in Wii's 
Castlevania Judgment, Simon 
has finally given us a proper 
look at his elusive features, 


‘Simon is most often seen 
wielding the legendary 
Vampire Killer whip, 
which was handed down 
through the Belmont 
family. At the start of 

the game it is usually 
made from leather but 
can be upgraded to a 
chain whip with the right 
power up. 


What looks like a simple 
brown tunic in the 
earliest games gradually 
evolved over the years, 

to become much more 
elaborate and detailed 
In his latest appearance, 
‘Simon sports a series of 
belts that cross his body, 
do not buckle up, and’ 
expose his bare chest. 
Not very practical 


They might have looked like 
« pair of yellow wellies on the 
NES, but by the time of Super 
Castlevania IV, 's boots 
were revealed to be the furry 

kind ~ the sort you might see 

Conan the Barbarian wearing. 
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NOT EVERY CHARACTER IN THE 
CASTLEVANIA SERIES IS A BELMONT AND 
NOT ALL OF THEM HAVE CARRIED THE 
VAMPIRE KILLER WHIP. AND TO MAKE 
MATTERS EVEN MORE CONFUSING, 

THE GAME'S TIMELINE DOESN'T 

FOLLOW THE ORDER IN WHICH 

THEY WERE RELEASED. ALLOW 

US TO EXPLAIN AS WE 


Leon Belmont acquires the Whips The whip is handed down between 


UNRAVEL THE TIMELINE OF ot Alchemy from Rinaldo Gandolfi _Leor’s descendents unt it reaches 
THE WHIP AND SHOW Gnd the whip is later fused with the Trevor Belmont. Trevor becomes the 


f0ul of Leon's fiancée to create the first person to kill Dracula using the 
fampire Killer: a weapon capable legendary whip, along with the help 
of destroying Dracula and other of Grant Danasty, Sypha Belnades 
demons of the undead. and Alucard. 


WHERE IT ALL BEGAN 


CASTLEVANIA. 
SYMPHONY OF THE NIGHT 


Alter being possessed 


Richio Belmont sets out with the 
inherited Vampire Killer to rescue 
loved ones from Dracula.- 


Michael Gelhart Schneider, 
@ distant descendent of the 
Belmonts, comes into possession 
of the whip, but never actively 
uses it. Instead he trains his son 
Reinhardt to wield it and it is he 
who defeats Dracula in 1852. 


30 
however “hile he works on 


‘weapons “3 potential 
“upgrading the whips Pol 
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SIMON BELMONT. 


Defeated but not quite dead, Dracula 


retums to kidnap Christopher's son, 
Soleiyu, and tums him into a demon. 
Christopher eventually defeats the 
2 Count, however, and manages to retum 
are on the same side and agrees Soleiyu to human form. 
to help him. Trevor is injured L P 


before the final encounter, 
however, and Hector is forced to 
fight Dracula alone, 


CASTLEVANIA the land 
‘Simon sets out to free 
of Dracula’s curse by cari fi 
cand destroying each one of iS 
remaining body parts. During 
process. he accidentally revives 
{uses the Vampire 
ae poe him for the final time. 


The same old story, 
icula comes back from 

the dead, but a member of 
the Belmont family is waiting 
for him, This time it's Simon 
who sends Dracula back into 
darkness with the aid of the 
Vampire Killer 


Juste Belmont, grandson of 

Simon, takes up the whip to fight 
his friend Maxim, who has become 
possessed by the spirit of Dracula. 


worksits 
‘The whip eventucly Writs 


Julius helps Soma to 
defeat a cult that hopes 
to steal the power of 
Dracula from within 
Soma's soul 


act heis : 
Dracule once ve jicted. After his 
ee Neatadors Prealed away within 


of its own, but is 


received & GORY Te point in the future. 


ed to at some 
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BEST BOSS 


FROM MOBY-DICK to Pinocchio and Ocarina Of Time, conflicts with whales have featured in 
popular culture. But if we had to pick one landmark whale scrap, it'd be this battle in New 
Zealand Story. After quiding Tiki the kiwi through three perilous levels, you find yourself 
trapped in a room with a weird pink whale. Avoiding the snowflakes he shoots at you, 
there's just time to fire a few arrows his way before he leans in and swallows the 
kiwi whole. Brilliantly, the fight continues in the belly of the beast and provides 
only a few millimetres in which to avoid the whale's dripping stomach acid. 

Never have we been so thrilled by beating a boss from the inside out. 


ATARI'S 1976 CLASSIC Night Driver 

gave gamers their first experience 

of driving a car in a videogame. A 
black screen decorated with a series of short 
white posts disappearing into the horiz 
produced an eerily convincing sensation of 3D. 
Speeding through the moonlit world at the kind 
of game velocity the hardware could impart by 
essentially having no graphics - even the car 
bonnet was a plastic sticker attached to the 
monitor — you couldn't atford to take your eyes 
off the screen for a second. 

‘The steering wheel came next in the Sprint 
seriesofoyerhead-viewed circuit games, starting 
with Sprint 2 in 1976, confusingly followed by 
Sprint 4 and Sprint 8in 1977 and finally Sprint | 
in 1978. Although the various games did have 
different tracks, the numbering denotes not 
sequels but numbers of players. Sprint 8 was 
therefore playable by an impres: ht 
players all squished around one fairly normal- 


ve 


sized mat 
swoon. To ci 


and making arcade owners 
te for the lack of human 


arkable and 


je while you're 
g round a 
jarning, the entire 


and then a few seconds later to a 


collection of | rights, and so on. If 


y would you? ~ it is 


hugely startling and scary. 
Night Driver and Sprint both had purely 


functional graphics: abstract lines and dots, 
ch served only to mark the distinction 
fhe traversable course and the 
daries. The first coi 
ure graphics as ¥ 


bet 
‘walls’ marking the bou 
op driving game to feat 
understand the term today was Atari's 1977 
release Super Bug, which gave the player 
an identifiable vehicle - a VW Beetle - and 
some dense woodland through which to drive, 


ween 


Super Bug also saw the first introduction of 
realistic’ handling. In addition to having to 
cope with manual switching through four gears 
— something not seen in arcade games in the 
following 30 years — your Bug is prone to drift, 
fishtailing like crazy if you go round comers too 
fast. It's an incredibly demanding game that 
will leave the most dedicated modern racing 
fom weeping softly in a comer within minutes. 
Not satisfied with that, Atari followed Super 
Bug with the similar Fire Truck the next year. 
te being greyscale, Fire Truck also saw 
gnificant aesthetic improyement, with the 
cs now depicting an identifiable and 
attractive suburban landscape featuring 
houses, lawns, trees, and parked cars, The first, 
and so far only, co-op driving game charged 
two players with steering a single fire engine 


through the scrolling overhead course - one 
driving the cab, the other trying to control the 
trailer. It's absurdly difficult, and 


56 


almost certainly the most tech: 


driving 
eated, making a mockery of 


game ever c1 
Gran Turismo fans and their wheel balan 


ing and speed wi 


as_neverthel 


out 


brake adjusting. Only when you can complete a 
90-second Fire Truc 


idding, bu 


runwithoutacrashcan you { the gra 


consider yourself a truly skilled pretend driver influence driving games for man 

Arcade technology progressed quickly around The next fe s were quiet 
this time, and by 1980 some dramatic leap: signi ;, but 1986 would turn 
had been made, most notably in Sega's 


rears to come. 


in terms of 


ant develoy 


legendary racer Monaco GP The first 


mete POLE POSITION WAS 


Perm THE FIRST COIN- 
sequences where youcouldonlyseecars T@)"+9:(ei Hi Mae hs we8 
caught in the narrow conical beam of your 

hoadlighs, al depicted in glowng fal [DAMA A DBA) Ile 
colour - Monaco’s moder 


style still looks good today, and the game 
was remade for PlayStation 2 a few years ago. 


ist graphical 


h banner rele 
of 

determined 

ad significant 


MONACO'S UNOFFICIAL SEQUEL Turbo 
in 1981 saw the debut of colour 3D graphics in 
driving games. Innovatively used to hide enemy 
cars in dips in the road, the 3D effect was 
pretty solid but by no means sounded th 
knell for 2D coverhead-view 
vertically scrolling driving games would contin 
to come out for several more years, though 


hem 


death | ot 


Road Fighter (see Forgotten Oni 
gotten Space Position, 


cing — countl 


there ¥ 


ills in 
ncestor of Sega Ral 
urse, was OutRun. Building 
ology of the 
motorbike hit 
blew arcade-goers 
raph 
routes 


mostly occupying smaller, quirkier comers of 
the market. It was the next 3D title, hov 
would sew the seeds of racing 
games as we know them today. 
Namco’s 1982 hit Pole Position 
is a classic driving game in 
its own right - fast and si 
with big colourful graphics and a 
memorable track based on the real- 
life Fuji Speedway — but it introduced 
a fundamental design change that 
made it extra popular with arcade 
owners and h become a 
worldwide smash. Pole Position was 
the first coin-op racer with a defined 
ending that would be reaches 
you drove flawlessly — previous games 
theoretically went on forever if you 
didn't crash. Adding an upper time limit  Speiat Z allowing for eight” Championship Sprint, 
‘player gaming. 

of about five minutes was a big draw 

for operators in the early-Eighties, when experts Super Sprint n 
had honed their skills on games like Asteroi 
Pac-Man, and Defender to the point where the; 


; that on 


remake 
Trak 10. Along ingly crisp 
subile additions to the short 


eels bolted to 


ingle-screen g sub-g¢ 
years would see derivatives like 
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Data East (1984) 


Pro-Am, Badlands — itself the first modem- 
style battle-racing game — and in particular 
the immortally titled Ivan “Ironman” Stewart's 
Super Off Road generate more big hits for 
Atari among others. Coun which 
appeared in arcades and for the 8-bit home 
micros, including at least half-a-dozen from 
Codemasters alone, also laid the groun 
for the evolution of the genre into scrolling 
games like Supercars, Hot Rod, and ultimately 
the much-loved Micro Machines. 


s clones, 


1987 WAS MOSTLY ayear ofc 
with sequel releases like Super Hang-On and 
Turbo Outfun, along with Namco's spiritual 
successor to Pole Position, Final Lap. The most 
notable release of Taito’s Fi 
Throttle, a staggeringly blatant rip-off of O: 
~ it's a wonder Yu Suzuki and co didn't take 


nsolidation, 


year was 


the matter further. However, it's also clearly 
the skeleton that would later be fleshed out 
into Chase HO, so there was a glin 


redemption on the horizon 


ner of 


The next great leap forward for the driving 
game wasn't far away, and in 1988 it arriv 
the shape of Hard Drivin’. This was one of t 
most genuinely ground-breaking 
of all Atari came up with th 
first proper driving simulation, introducing the 


din 


ideogame 


time. 


first ever true polygon 3D, amid many other 
innovation 
first time sin 
functioning 
steering whe 


nboard, a force-feedback 
sel, and even an ignition key. You 


da: 


area 
4 


could wander freely around the ¢ 
exploring the two different tracks - Speed 
Stunt, with its iconic loop-the-loop - to your 
rt ] 
the wrong way round our time 


ng around and di 
until 


desire, even turn 


e course 


ran out, if you so desired 


There were action replays of spectac 
crashes - which was another i 
for the racing genre — and the game r 
practically unique apart from its own sec 


lar 
eresting first 


Tho est Le Mans 
tron Kenora 1966 crac cor COLEZES 
op WEC Le Mans. Subsequently 

pad theme mean 


Viné= 


Road Fighter 
: Konami (1984)|% 


fmm READERS OF OUR 
splendid sister title Retro 
Gamer will already know 
about this one, but the word 
needs to be spread. Road 
Fighter is brilliant in its own 
right, and also unique as 
the only pure-racing 

op ever to be controlled 
with a joystick rather than 
a steering wheel. M 
importantly, however, it 
also pione 
that it would be impossible 
to imagine driving games 


racing-game 


it peed in Roa 


red a feature 


a’ Itdidn't get a 


console conversion u 


lent A 


s 2004 appearance on 


the exci but 


now eve 


dway Arcade Treasures 

mple its uncompromising 
Aiter a couple of 
trolling a real car is a 


e couldn't 


r 2 power required 
rd Drivin' (along wit 
1988's Powe 


rin 1989. SCR 


excell 


Look, Mario Kart 64\= 
Just much better Get over it 
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without now. Road Fighter 
brought drift control to the 


into another car 
you don't simply explode 


— as was the fashion of 
the time — but rather you 


bounce off and slide ac: 
the road. The only way to. 
regain control before you 
plough into the wall and 
blow up is to steer info the 
skid, just as you would in a 
real car — but the complete 
opposite of a gamer's 
intuition. It's a small step, 
but it created the most 
fundamental gameplay 
mechanic of every driving 
game today that features 
drifting — so that's all 

of them. Ridge Racer, 
Daytona, OutRun 2006, 
Race Drive: Grid - every 
one of them owes a debt to 
Road Fighter. 


genre. Crash 
igh 
id Fighter and 


to exert a profound influence direction of 
a 1 Grand Prix. 
Taking the simulation ball from Hard Drivin 


and sprinting off over the horizon with it 


the driving genre ~ Formu 


- stopping only to pinch a few ideas from 
Indianapolis 500, a 1989 Electronic Arts title, 
which was the first true simulation of a real- 


world race event - F/GP was an exhaustively 


detailed sim, including accurately mapped 


ren¢ of all 16 of the Fl tracks of its day 
ens of authentically detailed cars 
the driving model that captivated 


y the thousand. Realistically complex 


and do: 
But it wa: 


pl 


and demanding, with endless possibilities for 
fiddl 


9 with the car's set up, the game offered 
help with braking, accelerating, 
\g as you wanted until you got used 
age of controlling the car unaided, 
a system that's been copied by every ‘serious’ 
ply a 


ving game since. It was quite si 
piece of design and implement 
made all the more astonishing by being 
essentially the work of a single person. Every 
Fl game of the last 17 years is basically jus 
this with better graphic 


THAT YEAR ALSO saw the release of 
another driving game every bit as influential 
FIGP, and even more successful, but which 
couldn't have been any more dissimilar to 
it. Super Mario Kart came out of nowhere, a 
seemingly throwaway spin-off release from 
the world-dominating platform series that 
fully formed with barely a note 
of fanfare, but went on to become one of 
Nintendo's most valuable bloodlines. Knocked 
together so quickly it doesn't even have a 
proper single-player mode — solo racers still 
have to drive around in a split-screen letterbox, 
with half the display wasted on a near-useless 
map — SMK was nevertheless a © ED 
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Impressively, Stocker even let tyre tracks in 
‘your wake as you took reckless short cuts 
through people's gardens. 


Crary Care 9 exactly ike Need For Speed! 
Carbon, except with a decent frame rate. 


er RIDGE RACER ALL 
pate : ia BUT STRANGLED THE 
SATURN AT BIRTH 


nbarrassment next to the 
ct PlayStation rendition of 


tion of technical 


rate we 


2 an 


players, but 
replicated the g ~arcade-per 
Ridge Raver, creating a perce 
vould hamper Saturn all its life 
History also marks Daytona as slightly inferior 
to its Namco rival, evidenced by the numerous 
Ridge Racer sequels. Daytona only managed 
ful arcade follow-up and none 
s you count the four 


inferiori 


WITH OCCASIONAL EXCEPTIONS lik 
Kart and the Lot 


one unsucce! 
on home formats — un 


semi-sequel reworkings of the original, which 
appeared on various formats in several territories: 
npionship Circuit Edition, Deluxe, Circuit 
Edition, and 2001 between contributed 
six new tracks and several other new features, 
uably making them as valid as sequels as 
ke Ridge Raver Revolution. 

Hi differ on the reasons for Ridge 
Racer's ultimate victory. Indeed, in arcades 
u're still more likely to encounter Daytona 


jandalone titles li 


fori 


abinets because Sega concentrated more on 
installing up to eight linked-up multiple machines, 
reas Namco's flagship was the stunning 
-playerfocused “Full Scale” edition of 
ige Racer, featuring an entire real Mazda 


sin 
Ri 
MX-5 car for the driver to sit in. Some point to 
much friendlier drifting model, but the most 
convincing argument centres around character. 
While Daytona has very distinctive, memorable 
courses, they're oddly sterile and soulless, 
mething that can be attributed to the bizarre 
near-iotal lack of buildings in them. While Ridge 
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No unautho 


Din Har De was 
erm iy ound brecnG 


place 


instantly engaging the player in a cap 
vale 
ommentator, Dayton 
ith bridge: 


tivating 


and belie environment re 


excitable 


ghost world, 
lead from nx 
of human habitation 
voices singing the fa 


here wit 


no sign 


2 disembodi 


ous backing song: 


1993 arguably marked the end of ma 


innovati 


n in the driving genre, an 
that's happened since has basical 
logical evolution 3 DNA 


place by that time. WipEout on Plays 


he gamii 


Ja cultur 


example, represen 


phe! but in 
Ss 
Sega Rally 
titles, but the 


jomenon, 


sper Mario Kart 


it and road r 
Daytona were larg 


dav 


ion 3's MotorStorr 


Clash-Road 
Woodplace Inc (1986) 


rl 


1 Turbo inchided the speeding ambulance 
‘as a nod to its predecessor Monaco GP, 
cand introduced that classic driving game 
‘staple: the coastal highway. 


scorns ¥ 


SIDE-SCROLLING 
RACERS are rare, even in 
the early days of gaming. 
There are only a handful, 
and almost none involve 


— you can have motorbik: 
(Excitebike, Super Bike, 
Motocross Maniacs), people 


(Metrocross), or even scrawny 
desert birds chased by wild 
dogs (Road Runner), but with 
the exception of Atari's Drag 
Race, game makers seem to 
have something against side- 


Tr 


to 50 n 


201 


accomplis 


tly old 


And that 


of that 


jespite 


viewed racing on four wheels. 
Rarer still are games set on 
bicycles. However, obscure 
Japanese outfit Woodplace 
not only came up with a 
side-scrolling bike racer, it 
also secretly invented one 
of the most famous series in 
gaming: EA's 1991 Road Rash. 
Clash-Road looks 
misleadingly sedate, but it 
nonetheless bleeds violence 
from every pore. Pedalling 
along some lovely town and 
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appeal 


game not on! 


rewarded the player for imespo 


>-change 


lecting mania. 


mo and PGR wi 


game of the 


i — with varying deg: 
 — from hal 
dge Racer, O1 


for the major 


PIXEL RACERS 


's FIGP and distilled it 
fixating on a strange and highly 


ts only the smallest 


for smas! 


g into opponents at 


tracks are lar 


reuits, with a few more- 


thrown in for variety. 


1 Turismo series has shifted close 


opies across the globe so far, 


uffocating hordes of le! 
also inspired. One 


the 


at attempted to merge Gran Turismo’s 


1 the character and 


tion of Ridge Racer has been almost 


~ at least in terms of reachin 


tropolis 


ast in 2000 and applied 


ving physics and reallife cars to a 


set in glamorous and accurately 


s, but which also 


rid city 


how-off 


bonds of 


Escaping th 
for Xbox and undergoing a 


jega's 


to Project Gotham Racing, the 


trength to strength, offering 
1 slightly more exotic 
ay to indulge a borderline-ciutistic 
Whoever said that Gran 


and 


re basically Pokémon for 


g deed. 


was a wise sage 


pretty much it for now, Every driving 


or more has be 
and elements of 


last decac 


a-dozen basic part sets, 
n, WipEout, Crazy 
Club, and FIGP, and there's litle 
hanging in the foreseeable future, 
thre: d 
soles being a driving title of 
Perhaps only ar flop for the 
jsmo 5 could cause a real 


as quo. And it would @ 


nan to predict that. 


rele 


game in 


countryside roads, you wreak 
camage wherever you go, 
punching opponents to knock 
them into roadside obstacles, 
concrete barriers, holes in 
bridges and so on. Joggers 
and wildlife aren't safe from 
this cycle-path psychopath 
either, gaining you bonus 
points and energy if you 
mow them down. You can be 
sure that the protagonist of 
this game grew up to live in 
Liberty City. 
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BEHIND THE SCENES 


Ten years after the release of Sonic 


Adventure, director Takashi lizuka speaks to 
games™ about the making of the most pivotal 


game in Sonic Team's flagship series 


SONIC THE HEDGEHOG and the 
dimension. It'sarelationship that sne 
achieved 


fascinated gamers for over a decade. Where Sega's 
chief mascot was once considered Mario's equal, 
with the release of Super Mario 64 the balance of 
power shifted as Nintendo created the mould for 3D 
platform games and Sega awkwardly sh feet 


The Satur cons 
platform gam 
Sonic's 3D debut. But what a debut 

to Super Mario 64, featuring character 
and blisteri 


fast gameplay, it 
and much more besides. And while the last decade 
of 3D Sonic games has been a mixed bag, the 1998 
original remains the finest non-2D work to date. 
‘The pioneering Sonic Adventure was directed 
by Takashi lizuka, the man responsible for 


there's one thing 3D games do botier J 
than 2D ones i's overtheop set pieces that 
wow the player and get the adrenaline pumping. 
‘The very first example ofthis came in the whalo 
chase atthe beginning of Sonic Adventure. 


‘Takashi lizuka 


(Director) _the level design of NiGHTS Into Dreams, who 
Yup Wek suboequentiy rose through the ranks ot Sonic | IT WANTED TO CREATE 


(Producer) Team as Yuji Nake took to a more 
Karuyuki Leer role. Tellingly, lizuka pinpoints 1996 - 
(Art Director Super Mari 
_ of Super Mari 


64, Tomb Raider, na ces | YOU COULD PLAY AND 


—as the year he began work on what eventually 
(Lead Programmer) seer 2 4 TORY 
YojiUekawa became Sonic Adventure. “It all started when OY THE S' 


(Character Designer) ‘I mentioned that I wanted to create a Sonic 


action game where you could play and enjoy 
the story together,” he recalls. “At that time Dreamcast 
didn't exist and we started to experiment on Sega 
Satu, However, as soon as the console prototype 
was complete, we shifted to 
With the specifications of Sega's newest console 
still under sion during Sonic Adventure’s 
pre-production phase, lizuka had to be careful not 
to make the game too ambitious but also found 
that the flagship title gave him some influence over 
hardware development. "We were workin: 
when Dreamcast was stil a prototype,” lizuka recalls, 
“and had to imagine what form the final ED 


eamcast.” 
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18 Plug c Vieual Memory Unit 
into the joypad and you open 
uupa whole new Chao-breeding 
game. Also, plug the pad into 
the fourth joypad por and youl 
¢geta Sonic tile puzale to play. 


SAN ITG DATA 


| The snowboarding level is one of the best 
remembered in Sonic history and made a 
bailar! comeback in the streets of 

Son Francisco in Sonic Adventure 2 
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Posted by: 

4 The bit where the killer 
whale is chasing. Destroying 
the jetty behind you was jaw- 
dropping the first time I saw it 


SELBOYSA 
4 Easily the best of the 3D 
Sonic games. Made my jaw 
drop the first time I saw it in 
action as I was always more a 
Sonic than Mario kinda guy. 
Sadly the series has been 
declining ever since. 


Posted by: 


4 Brilliant game, not 50 
brilliant QA. A few more months 
of development to iron out the 
bugs and people would discuss 
Sonic Adventure in the same 
way they talk about Mario 64 
reckon. The set pieces were 
eye-popping for the time, 


Posted by: 
RAPIDMOLLUSC 


4 First game I bought for my 
import DC and loved it. Didn't 
understand « word of what 
was said, so the fact he spoke 
was irrelevant to me. Hell, 1 
even had fun creating/breeding 
Chaos and racing them... after 
all, everyone wanted a little 
Black Devil one. 


Posted by: 

FRIVAONT 

4 As with Sonic Adventure 2 
loved Sonic's bits, couldn't 
stand the rest. Favourite level 
was the city one at night, can't 
remember its name, but 
remember getting into a bit of 
competition with a mate to try 
and get the best time on it. 


4 remember getting my 
Dreamcast around launch 

and ¢ line my mum came out 
with on the day I first played it 
always seemed to stick with me: 
“Ob look, he leaves footprints in 
the sand.” I'm telling you, that 
game was epic. 


él 


SE (OO 


Sonic and Tails ride into the 
danger zone in one of Sonic 


“Adventure’s best cutscenes. 


: WHAT THEY 
AID... 


Ais NEW! 50 


| The sheer size 

of the game 

is awesome 

+ and you can 
find new things 

| about each 

stage each 

time you play. 

There's so 

much to Sonic 

| Adventure that 

you'll never 

| get bored 


game would take, such as how many polygons 

we could use and how fast processing would 
be. Of course, there were times when we had to 
restart from scratch. However, with the hardware still 


in development I think it was a merit for the Sonic 
Adventure team as we could send requests to the 
hardware side. The analogue stick was developed 
as per our request from the software development 
side. In Sonic's 3D game, where things 
change dynamically, the analogue input 
was a requirement. The VMU, however, 


was a suggestion from the hardware 
development side. Although it was small, 
being able to carry a device with a monitor 
was an interesting idea so we used it for 
nurturing the Chao in Sonic Adventure.” 


Despite Sonic Team's late start, truly 3D 
games were stil in their infancy around 
the mid- to lote-Nineties and lizuka was Ditectar 
aware of the form's limitations. "At that time, 3D action 
games still had problems,” he explains. “Regardless 
of the merit of being able to walk in 360 degrees, it had 
created a difficulty in gameplay as users did not know 
where to go. So, in Sonic Adventure, without losing 
where the destination is in 3D, we aimed to create 
an exhilarating game that would provide players with 
a sense of 2D action. The dynamic changes of the 
camera system were integral to this motive so we had 
a huge trial-and-error process to make them work.” 


+ 
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Using these techniques, Sonic Team was able 
to transform the rollercoaster gameplay of Mega 
Drive Sonic into 3D quite successfully, yet lizuka 
wanted Sonic Adventure to be more than just a pure 
platformer, "During the planning stage, we had been 
calling the game Sonic RPG. That's how much we had 
been aiming to make an action game where stories 
progress through adventures around the world.” Sega 
didn't just wont to create a sequel, it wanted to expand 
the Sonic universe, giving players the opportunity to 
explore the fictional world and get to know it in a way 
that was not possible in the 2D games. To realise such 
ambition, Sonic Adventure needed a landscape that 
players would want to explore and so Sonic Team set 
about creating a series of rich tropical environments 
for which it took inspiration from real-world locations. 

"When we completed the original plan and story 
outline, six team members went to see the ancient ruins 
in Latin America,” recalls lizuka. “Travelling through 
countries such as Cancun in Mexico, Guatemala, 
and Peru we visited the famous Maya and Inca ruins. 
We did not have the internet at that time so we had 
almost no information about the locations. However, 
in order to create a 3D environment, we had to see 
them for real so we could make full use of them for 3D 
model textures. Of all the places we visited, the Tikal 
ruin in Guatemala and Machu Picchu in Peru had the 
greatest influence on Sonic Adventure." 


For the player to fully experience each of 
these rich virtual environments, lizuka hit upon the 
idea of multiple playable characters, 
each with their own unique gameplay 
characteristics. While Sonic provided the 
fast, furious gameplay we all expected, 
his host of friends could be used to see 
the world from several different angles, 
Tails, for example, could fly to previously 
inaccessible places while Knuckles could 
climb most walls to reach the heights that 
Sonic couldn't. “We wanted to make full 
use of the 3D play field with various types 
of gameplay," explains lizuka, "which is what inspired 
the whole idea of having multiple characters. And the 
characters were designed around the movements and 
abilities we needed them to have.” 

Though most of these additional characters were 
sourced from previous entries in the Sonic series, two 
new characters were designed to fit the gameplay that 
Sonic Team had in mind. The first was E102 Gamma, 
a flying robot who could lock on and shoot multiple 
enemies at once, transforming the game into a score- 
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Re-release 
Adventure 


i FOLLOWING SEGA. 
painful but inevitable 
decision to abandon 
Dreamcast and become 

a third-party publisher 

in 2001, Sonic Adventure 
was re-released as a 
special edition on PC 

and GameCube in 2003. 
Dubbed Sonic Adventure 
DX: Director's Cut, the re- 
release offered enhanced 
graphics and sound, as 
well as a new Mission 

mode: 60 different mini- 
objectives that allow 

the player to unlock 

bonus items, including 

12 playable Game Gear 
Sonic titles. In addition, the 
GameCube version made 
use of the console's GBA 
connectivity so players 
could enjoy Chao nurturing 
on the go or transfer 

their Chaos to a copy of 
Sonic Advance, Sonic 
Advance 2 or Sonic Pinball 
Party. Compared to the 
Dreamcast original, the re- 
releases generally received 
lower scores from the 
press, but this critical shift 
can largely be attributed 


totem gears: «| at, With Seka ipa ot 
and another. appealing character, the fact that it 
+ | has to change form as it evolves 


+ attack target game. The second character, meanwhile, 
was envisioned to realise a fishing adventure and 
became Big the Cat, one of the least popular Sonic 
characters with gamers but a real hit with Iizuka 
himself. “In comparison to the others, Big does look 
peculiar,” he says, "but he is one of my favourite 
characters so I have had him appear in several other 
videogames since.” 

Sonic himself received the biggest facelift since 
his 1991 debut. Yuji Uekawa's new design discarded 
Sonic's podgy frame in favour of a slimline look befitting 
his speed. Quite unexpectedly, Sonic also found a 
voice. “We had at lot of mixed reactions when we first 
decided to make Sonic talk. Of course, no one knew 
how he should sound at the time, so we took a long 
time to choose the perfect voice everyone agreed on. 
We gathered various samples and I recall continuous 
discussions with Mr Naka and the team members 
However, what we were looking for was clear. We 
all agreed on Sonic's simple and cool attitude, so 
that was one part where our opinions stayed 
constant and never collapsed.” After several 
auditions, the role went to Ryan Drummond, 
an actor whose previous experience amounted 
to one-off appearances in television shows 
such as Baywatch, but who has gone on to 
enjoy several starring voice roles following his 
breakthrough as Sonic. 


ALTHOUGH BEING 3D 
DOES HAVE ITS MERITS, 
USERS DID NOT KNOW 

WHERE TO GO 


BEHIND THE SCENES SONIC ADVENTURE 


meant we also had to make the design as simple as 
possible, These points actually did contradict each 
other, but we felt that both features were necessary.” 

Aiter nearly three years of inventive design and 
development, Sonic Adventure launched in Japan 
in December 1998, followed by a US and European 
release around nine months later. Despite an initial 
print run of faulty discs in the US, the game received 
critical applause, many admiring the sheer scale 
of the game and the way it retained and expanded 
upon the essence of Sonic without simply imitating 
Super Mario 64. And though Dreamcast failed as 
@ commercial gaming platform, Sonic Adventure 
remained one of its brightest stars, selling more than 
2 million copies and spawning an equally successful 
sequel -a relief for lizuka and the rest of Sonic Team, 
who had invested so much time and effort in creating 
the first real 3D Sonic title. 

“We had a lot of strain on the work, more than we 
had expected,” comments lizuka, "We had to develop 
six titles’ worth of different action games, as well as 
six sequences of computer-generated cut-scenes 
for each character, so there was an unbelievable 
amount of work. The game size was always expected 
to be very big, right from the pre-production phase, 
and there were times when we thought of reducing 
the size along the way, but we finally managed to 
create the game we had hoped for and wanted to 
create from the beginning. Because of the team's 
hard work, we ended up with a very satisfying 
game filled with rich variety.” 


SEE While discussing the characters in Sonic 
Adventure, we must not overlook the other, less- 
obvious hero who was introduced in the Dreamcast 
game. We refer, of course, to the Chao, a lovable little Al 
creature that could be crossbred with other creatures 
and raised like a virtual pet similarly to the Nightopian 
‘A-Life’ creatures of NiGHTS Into Dreams. “The A-Life 
we used for NiGHTS was very well reviewed by the 
consumers, as well as us developers, so implementing 
that into a Sonic world was something I had in mind 
from the early stages of development,” reveals 
Iizuka. “In NiGHTS it only functioned to give 
colour to the world, but in Sonic Adventure I 
was hoping to make it something the users 
could actually touch and raise. Moving 
around in the 3D environment, as well 
as being able to intentionally evolve 
the development of the Al, was way 
more challenging than what we had 
achieved in NiGHTS. We took a 
very long time to finalise the Chao 
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1 Big the Cat's fishing mini- 
‘game made for the slowest Sonic 


The world’s most embarrassing 
console ports under the spotlight | 


THE HYPE 


WHEN PAC- 
... | MAN first 

@| appeared in 
: tos the arcades, 
sseet Be | Bs chip shops and 
Launderettes 
of the world in 
1980, it built 


Oe upon a global 
a eee phenomenon 
: that started 
a a > with Pong and 
>> Space Invaders 


and boosted 
the popularity of videogames to an 
unprecedented level. Not only was Pac- 
Man a brilliantly original and playable 
arcade game, but it was also the first to use 
a recognisable and memorable character. 
That simple yellow blob became a superstar 
overnight and spawned an extremely 


lucrative merchandise industry in the process. 


As with other hot arcade properties of the 
time, the rights to the home conversion 

were fiercely contested and it was Atari that 
eventually won out, the publisher producing 
all of the initial conversions including the 
Intellivision port. Surely, under such an 
arrangement the Atari console release would 
be among the best available... 


mes SYSTEM 
FAILURE 


Atari 2600 
1981 
Atari 
In-House 


THE WARNING SIGNS 


Are these levels really designed 
for young children, or are they 
just so simple that they have to 
be marketed that way? 


Is it us, or are those ghosts 
painted into the screenshot? 
Now, why would Atari go 
and do a thing like that? 


—= 


Since when did Pac-Man eat video wafers? Has 
t to explain the now-rectangular 


THE REALITY 


®@ Pac-Mans static level design, 
simple controls and limited number 
of moving sprites suggest that it 

must be a game that any machine 
could simulate with a high degree 

of accuracy. The Atari 2600 port, 
however, proves that that's far from 
the case. The maze looks nothing like 
the original. The ghosts look wrong. 
Pac-Man looks wrong. And the music 
is wrong. Everything is wrong, wrong, 
wrong. The ghosts flicker like they're 
communicating in Morse code, and 
Pac-Man doesn't turn to go around 
corners. In fairness to the designer, 
there are technical hurdles in the 
2600 that explain all of this away. 
The console, for example, should 
only be capable of displaying one 
moving sprite at once, which actually 
makes this conversion something of 
a miracle. But that doesn't make it 
something you'd actually want to play. 


There are actually 
four ghosts 


on screen, but 
they flicker so much 
that the game only 
displays one at a time, 
making it impossible | 
to take representative 
‘screenshots. Still 
Images cannot com 
how irritating this” 
constant flicker is, 


While Atari 
managed to get 
both Pac Mess 
| chomping and death 

| fmimations just so, they 

igot one crucial 

| Whenever he tums 
| @comer he should 

| Physically tum to face 

‘ up or down, but in this 
| game he simply floats 
| sideways. 


t Remember 
the fruits that 
occasionally 


appear in the 

Centre of the maze 

to be collected for 
bonus points? Atari 
managed to get them 
into the conversion, 
but we have no idea 
what type of fruit this 
18 supposed to be. 
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“In the late-Seventies Atari was at a 

crossroads, trying to become a big business 

and maintain a small-company atmosphere,” 
reveals designer David Crane. “Middle management, 
who worked day-to-day with the people responsible 
for the success of the products, recognised the value of 
the employees. Upper management, however, treated 
games as widgets and the creative staff as replaceable 
drones. One group made promises; the other group 
broke them, Morale had hit rock bottom. 

"At the same time, a memo was circulated 
from marketing showing the sales figures for 
videogame cartridges for the previous year, by 
per cent of sales. Their intention was to show 
what people were buying so that we in the 
design group would ‘make more games like 
these’. Dissecting this memo at lunch with three 
friends it became clear that we four designers 
were responsible for 60 per cent of Atari's $100 
million game cartridge sales for the year. Yes, 
four guys, making $30K per year, designed products 
that made the company over $60 million. 

“We went to management, not looking for much, 
but hoping for recognition and a little extra money. 
When we got in to see the president, we were told that 
‘we were ‘no more important to the company than the 
guy on the assembly line who puts them in the box’.” 

Those four guys were Crane, Alan Miller, Larry 
Kaplan and Bob Whitehead. Names that should be 
familiar to any retro game fan now, but were unheard 
of in 1979 despite having worked on several popular 
Atari games such as Air-Sea Battle and Canyon 
Bomber. “I wanted to be recognised for my work, to 
remembers Miller some 30 years 
after the event. “Atari had been acquired by Wamer 
Bros in late-1976, a few months before I joined the 
company. We thought that surely, as a part of one of 
the world’s largest record and book publishers and 
television and movie producers, they'd understand 
the need to recognise artists for their contribution, 
and compensate them accordingly. It turned out we 
were very wrong about th 


In June 1979, the four game designers met in 
secrecy with Jim Levy, a record-industry executive 
who, as it tumed out, had already formulated a 
business plan for financing an independent software 
company. "After a series of meetings over a few 
weeks, I agreed to revise my business plan to position 
the company as a producer of Atari-compatible 
videogames that would eventually expand into other 
forms of game and personal computer software, and 
the boys agreed to become the core design team 


for the company,” explains Levy. “I re-wrote 

the plan during the month of July, introduced the 
design team to my financial backers in early-August, 
and secured an agreement for financing in late- 
August. The fundamental agreement between the 
boys and me was that they would create the games 
and I would build the company. And that's pretty 
much what we did.” 


THE COMPANY WAS incorporated on 
1 October 1973 and was branded as Activision: 
a name coined by Levy himself, slyly and rather 
famously constructed so that it would appear before 
Atari in any alphabetical listings. The designers 
got the credit they were looking for and set about to 
create what would become some of the most famous 
videogames of all time. But this breakthrough did not 
come without a cost, as the designers reveal. 

Levy had been introduced to the creative team 
through a lawyer working for Miller, who apparently 
believes such legal assistance to be both a blessing 
and a curse. “Ever since then I've had 
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Ly Games With Vision 


: Where Are 
They Now? 


IWAS 
approached in 
2007 by Steve 
Cartwright, 
one of the 
early Activision 
designers, 
about starting an online 
virtual world for young 
children. Steve had a great 
concept for the site, far 
beyond the vision of the 
leader in the category, 
Club Penguin, but very 
straightforward to implement. 
It also incorporated 
educational aspects, 
with which I had a lot of 
experience. We started 
' development, but I knew 
| we were going to encounter 
problems when, later in 2007, 
Disney bought Club Penguin 
for a reported $700 million. 
The category was flooded 
with similar ventures and we 


prototype to market launch. I 


ended that effort in early-2008 


and am now looking for my 
next venture. 

I'm also a member of the 
Free 2 Play Forum. I believe 
that games that are free to 
gamers will play a huge role 
! in the future of the industry. 

' Designers and publishers 

+ need to sort out the details of 
how free-to-play games will 
be adequately monetised; by 
advertising, by the purchase 
of virtual goods, or through 
some other mechanism. 


were simply too late to get the 
funding we needed to go from 


Year: 1981 Designer: Larry Kaplan 


EF) 


‘Year: 1982 Designer: Carol Shaw 
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Year: 1984 Designer: David Crane 


Though it began life as another game entirely, 
Ghostbusters suited the licence and remains one 
-movie adaptations. Ecto-1, the 
ven the lyrics to the theme tune, 
and was great fun to play. 


Year: 1985 Designer: David Crane, Rich Gold 
‘A primitive version of The Sims, Little Computer 

People allowed you to view the life of a digital man 

ond his dog. Interaction was limited and the man often 

ignored text prompts, but in 1985 these faults could be 

accepted in favour of the technically impressive illusion. 


much more involvement with attomeys than : a place of enor 

I ever wanted,” he says. “But that's just a | energy, 
necessary part of the equation of doing business in cat 
the US. Generally 


jous creative and entrepreneurial 
where a heterogeneous mix of diverse talent 
me together ond where each was respected for 


"7 contributed to the company, no matter how 
i have seemed.” 
management and then to corporate managem: 
Crane also had to change the way he did busine: 
making significant sacrifices in the process. 
"Activision was a true 
startup. You begin by 
personally buying into 
the company to help fund 
operations, and then cut 


rogrammer craved authorial 
however, both Miller and Crane agree 
that it was consumers who benefited 


st from the shift. "It really 
changed the way gamers identified 
the games,” says Miller. “lt 
became y 


nal to them, 
way people respond 
sicians and authors.” “We 
each had our own unique style, 
adds C 
hit the man 


similar to they 
your salary by 30 per cent to 
Then forego any personal 
life and start working until 
midnight every day. That 


will give you a sense of 


ane, " 


nd as more gam 
ket, it was nice to know 


you could count on a particular 
how your life is changed 


by starting a company. 
I couldn't afford gas, so I 
walked a mile each way to 
work. Not through the driving 


designer." "And the gamers 


snow but, yes, at midnight most nights. 
I learned that a can of tuna could make 
three brown-bag meals. When you try this for 
yourself, and you discover that you are having 
more fun than at any job you ever had, then 
you know you 
hard as the work was, it was int 
and life-altering. Then once it becam 
rewarding as well, it couldn' 


ade the right career decision. 


ns 


ewarding 


1983, 
week from gar 
statf of 20. 


nded,” add: 


e financially 


sand fan letters a 
had to maintain a 
respond to them. 

alled by Activision's 
ever. Until 1979, Atari had 
ket share of 2600's software 
at was about to change and 
like Coleco and 
prepared despite the fact that 
ftware would help their businesses 
deogame companies never got 
publish 


ave been better. 


MUCH OF THE reward from Ac 
ability to credit each designer for his o 
desire Jim L 
music busi 


sion was the 


n game, a 
evy understood from his experience in 
ess. “Activision was actually more si 
for me to the music and publishing industries, of which 
Thad been a part, than it was for the Atari guy 
were treated as e without creative standing 
at Atari, As we were putting the company together, I 
listened closely to the four guys as they complained 
about the way Atari was run, and knew, from my 
experience in other creative industries, that it did not 
have to be that way. So, from the start, Activision was 


the :  enjoyeda 100 per 


catalogue s 


but all 


even newer console mani 
who Mattel didn’ 


facturer 


nee! 


s," agrees Crane. 


VIDEO GAME CARTRIDGE 
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‘Azo ail movie icences rubbish? Activision 
proved very early on that they can definitely 
be great games. 


SEE 


Where Are 
They Now? 


SINCE 1995 
Ihave been 
designing 
browser- 
based 
games. 

I started 
Skyworks with Garry 
Kitchen (Donkey Kong, 
Keystone Kapers, and 
many others). We identified 
the internet as the next 
gaming platform, and 
found it well suited to our 
skills. We both still prefer 
working on smaller, more 
intimate and casual games 
than massive multi-man- 
year projects. Browser- 
based games tend to reach 
players who enjoy a more 
casual gaming experience 
—just like the games I 
made for the whole family 
in the Eighties. 

I spend every day the 
same way I have since 
1977 — at a computer, 
programming videogames. 
Iam the only game 
guy from that Seventies 
era to have done this 
continuously since then. 
Due to my longevity Iam 
coming to be known as 
the Charles Schultz of the 
videogame business. Mr 
Shultz personally drew his 
Peanuts characters for 50 
years. I have passed 30 
years and continue to do it 


every day. 


mt ae 
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line-up of games 
HERO. 
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ATARI SUED US JUST A 
COUPLE OF MONTHS 
BEFORE OUR FIRST 
PRODUCT RELEASE 


tribution 


of computers in the home 
industry for which a s 

ld develop as hardware owne 

‘We planned an orderly transition 

198 

it late and though 
s on C64 with Crar 

2 Computer Peop! 
tely make the trans 


fom consoles befor 


omputer software by 
But 1984 


ion enjoy 


learly a 


a dent in their busine: 
deogame Crash 
for the founding 
bers of Act n. Levy explains 
"During the 1986 recovery of 
company from the 
1983-85, a couple o 


Smoke And Mirrors 


Was Atari really as hedonistic as its reputation suggests? 


hic 


onesies seeeeesessrersscrscsssesserersssrsessserrsessssss 


ab 


OXYGEN 


board and I differed at times on certain 
management issues, which ultimately 
led to my decision to resign from the company in earl 
1987 to allow these directors to take th 
the direction they wanted to go." 


mpany in 


He wasn't the only one to leave. Seeing the board's 
reluctance to move completely onto home comp 
as a mistake, Bob Whitehead and Alan Miller left to 
form their own company, Accolade, to concentrat 
solely on computer games, By 1994 the new firm had 
grown its annual sales revenue to $40 million. Crane 
stayed on out of loyalty to the company he helped 
build, and created a few more classics in this 
period, but eventually he walked too. 
management team had neither the skills nor 
the experience to get the comp 
the tough times,” he laments 


ters 


my through 


ACTIVISION MANAGED 
to limp on without 
founders, but it didn't get far, as 
Crane points out. “Activision was once 
the biggest name in games. But with the 
management change of the mid-Eighties, the 
company lost sight of the value of the name and its 
historic position in the industry.” 

Miller continues: “Around 1990, when Accolade 
was successful and Activision was struggling, we 
negotiated with the largest shareholder of Activision 
purchase a controlling interest in the company. We 


ts visi 


nary 


there was a lot of brand equity in the name Activision 
— even though it had formally changed the company 
name to Mediagenic — as well as ongoing value in the 
game properties. We were very close to completing 
that deal, but we ultimately backed away. Activision 
was just bleeding too much red ink. 

18 years on and Activision is still around of course, 
but as Crane quite rightly points out, it is not the same 
company that he founded back in 1979. With poor 
decision after poor decision, the company made its 
inevitable slide into bankruptcy, and there was nothing 
left of the company but the name. Bobby Kotick came 


Activision's very ret game was Dragster. Though ifs not ax 
well remembered a others if stil cfu two-player racer 


nd bought the compan} 
dollars. Bu 


along 
jouso 


was a brand name - and that brand n 


me was 


$50 


California and proceeded to start 
It's been around 
Miller and Levy 


Miller 
st 15 


Alan 


th 
done a great job of growing that 
npany from avery weakened 
mensely important 
announced mi 
1e group, Activision will 

qual sales. And it 


t it's 


people at Activision have 


would Activision be the powerhouse 
is today if four guys from Atari and an 
imaginative _outsid laid the 

of the industry to begin with? We 
t does Jim Levy. “We 
jays thought of the industry 
y that ultimately 
it has today. There have 


foundati 


n times over the years when the larger 


business world doubted this, but we never 
did. Obviously, lam pleased to see an industry 
today that looks a lot like what I wrote about 
almost 30 years ago in the or 
Activision business plan 
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Where Are 
They Now? 


Iam mostly 
retired 
today 
but still 
have my 
hand in a 
number of 
projects, some for profit 
and some not. I live now in 
Sonoma, California, about 
one and a half hours north 
of Silicon Valley, but still visit 
there frequently and assist 
new companies in their 
development... none in the 


game industry at this time 


One of the most surprising things about the Land 


As Tim Schafer readies the release of 2% Dei tsiiethew si cso 
Briital Legend, games™ zes him about 
the adventure that put him on the map 


=b THERE HAS BEEN a 


Tim Schater 
Project Leader 
Peter Chan 


Concept Artist 
Peter Tsaykel 
Lead Artist 

Peter McConnell 
‘Composer 


GO 


FROM THE 


FORUM 


BOB SYKO |] 

‘My opinion is that they 
should hurry up and release 
it on XBLA so I can play it. 


iSKEV J 

‘This was the first point- 
and-click adventure game 
Lever played and I sucked 
at it. During all this sucking, 
however, I was blown 
away by the detail and the 
characters. Really want to 
play it again, 


Grim Fandango could be 
one of the greatest games | 
have ever played, but I dort 

1964 SD vials weee blocky and undetined consider it or eemember it 

‘Which happened to be pertect for a world populated like a game, to be honest. 

by skolotal porsonalitea When I think back, I seem 
to remember it as I would 
remember a fantastic film 
The puzzles at times were 
cruel and had me scouring 
the net at work on our 
32kbps connection, but once 
| completed it I played it 
through again so I could 
absorb the amazing story 
without the hassle of puzzles. 
kinda wish they had just 
sacked off the game and 
made @ movie instead 


Inever rated this game 
as highly as the Monkey 
Island series, but it was 

still an awesome game. 

The story and puzzles were 
great and the characters 
and voice acting was first 
rate. It is a unique game 
that can still offer a lot to 
new players today. It is 
unfortunate that the jump to 
SD left it with slightly dodgy 
controls. The PC version 
wos also surprisingly buggy, 
especially the infamous 
elevator puzzle, which is 
unsolvable if your processor 
is too fast. 


aT 


‘Manny sends olf ye! ancther unsatstied 
‘customer in an early cinematic that shows just how 
S celowar a career as o Grim Reaper can be. 


IREAD A LOT OF 
RAYMOND CHANDLER 
AND WATCHED QUITE A 


of doubt to Schater's sincerity. Picture 
this, if you will: an interactive love story 
based on film noir tropes, set in an Art Deco 


LOT OF FILM NOIR 


underworld populated by chain-smoking 
skeletons. In pitch form, it sounds quixotic in the 
extreme. As an adventure game, though, it blew away 
all that came before it (and since). Grim’s perfect 
synergy of styles — Mexican folklore, Chinatown, Sixties 
hot rods - resulted in something that was unfamiliar 
and unique, and yet immediately compelling. 

‘The story focuses on one Manuel ‘Manny’ Calavera, 
@ travel agent in the Department of Death (DOD), 
who determines in what level of luxury a departed 
soul is permitted to travel to their final destination 
the Ninth Underworld, place of eternal rest. After 
noticing his recent string of bum jobs — and being 
threatened with redundancy by his boss, Don 
Copal - Manny steals a perfect client from gest 
his sleazy co-worker (and archrival) Domino ff 
Hurley. When he sees that his latest client, the 
utterly beatific Mercedes ‘Meche’ Coloma, is 
only eligible for the cheapest deal (a walking 
stick and a promise she'll get there in about 
four years), he begins to suspect foul play, 
and so begins his epic journey. 


‘IN MEDIAS RES’ is a literary term 
pertaining to the technique of starting ‘in the 

midst of affairs’, or, if you prefer, in the middle 
of a story. The narrative may begin at the height 
of a turgid battle, or perhaps just as a spouse 
announces they're filing for divorce. It's a device that 

evokes curiosity in the reader. They immediately want 
to get to know the characters involved and discover 
how this situation came to pass. 

With Grim, Schaier went one step further and 
started at the end of a story. Perhaps even beyond the 
end: the characters are already dead, and their lives 
are never revisited or explained. When we first meet 
Manny, he's left whatever he remembers of his waking 


years far behind, and we're expected to do the 
same. It's a. game that's wholly about the journey 
of death — not life — and is all the more mysterious 
and engaging for it. 

"lt gives the characters depth," Schafer shrugs. "I'l 
often write reams of back story for every character, but 
I'll never reveal that to the player; it just informs the 

things they do and say. And in their actions, you're 

given a tiny glimpse into that back story, but you 
never see it as a whole. We know Manny's been 
around. We don't exactly know what happened 
him, or what he did to end up where he is - a 
civil servant in the Land of the Dead, which is 
considered as a sort of punishment - even 
though he seems okay, so he has a real 
complexity. He's in a grey area.” 
Throughout Grim's story, the mystery of 

Sefior Calavera remains the game's biggest 

question mark. Who were his friends? Why 

does he care so much about doing right by 

Meche? And of course, how does someone 

so demonstrably noble and capable end 

up in one of the leastdesirable positions 
a Land of the Dead citizen could occupy? 
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The large cast 
of characters is 
unforgettable. 
Although 

for the most 
part they are 
skeletons in 
Forties garb, 
with mask-like 
faces that can 
be attributed 
to Day of 

the Dead 
festivities, their 
personalities 
render them as 
distinctive and 
memorable as 
members of 
an extremely 
diverse cast 
from any 

fine film 


This isn't to say he’s opaque — in fact, he’s one of the 
few adventure game heroes whose motivations and 
methods make a certain amount of sense — but that 
the litle things you don't know about Manny make him 
avery intriguing and enjoyable character to play. 


WHERE CALAVERA PIQUES your interest, it's 
the environments that stun. BioShock'’s ‘daring’ use 
of Art Deco visuals was widely praised, but Grim did 
it years beforehand and arguably to greater effect 
From glorious metropolis El Marrow to the grimy port 
town Rubacava, Grim could be enjoyed on a visual 
level alone, but what truly made Schafer's vision of the 
Land of the Dead so compelling was how he combined 
the Twenties architecture with imagery associated 
with Mexican folklore - more specifically, the festivities 
involved in the Day of the Dead festival, held annually 
on 2 November, This wasn't a new obsession for 
Schafer - in fact, he'd been interested in the festival 
since college, and planned to do a game about it long 
before Grim actually went into development 

“I did anthropology in college, and we studied 
Mexican folklore. The festival the Day of the Dead was 
always a favourite of mine because of the way it was 


into your house. And they had these fascinating 
traditions: they'd put money in the coffin so they'd 
have money in the Land of the Dead, but they also 
stuffed extra money in the lining of the coffin, so no. 
one could steal it when they got there." 


treated. It was this big festival and tourists loved >) of Schafer’s favourite films, Roman 
it. It was a big party, but on the other hand, it was Polanski’s latter-day film noir 
also a sombre event. It was about remembering classic Chinatown. In that film, 
your dead relatives and welcoming them back private investigator Jake Gittes is 


criminal element ~ that informed a lot of Grim's 
less-scrupulous characters. Well, that and 
Chandler. "While studying the Mexican folklore,” 
Schater recalls, "I read a lot of Raymond Chandler 
and other writers like him, and also watched quite a 
lot of film noir, No one had combined those elements 
before. And it just seemed ridiculous to me that 
even in death you'd have to worry about getting your 
pockets picked. It made me wonder about the world 
of crime in the Land of the Dead, and the two just 
sparked in my head. The idea came, you know, 
that maybe there was a scam going on down 
there, exploiting souls on their way to Mictlan, 
the Ninth Underworld.” 

Much of the detail behind the ticket scam at 
the heart of Grim’s plot was derived from one 


+ 


It was this strange idea that even in the world immediately faced with a lawsuit and 
beyond our own, where souls go to rest, there's a the justifiable desire to uncover how 
' 
\ { 


GRIM FANDANG: 


hired to spy on the chief engineer 
of Los Angeles’ water department. 
When he discovers he's been 
duped by his employer, who claimed 
to be the engineer's jealous wile, he’s 


goodn0r 
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this came to be. The plot, based on 
the California water wars of the early 
20th Century, bears little resemblance to the fraud 
committed by Hector LeMans and his cronies in 
Grim Fandango, but the structure and atmosphere 
are instantly recognisable. 
In doing this, Schafer took one of the most 
revered periods in cinematic history (and Polanski's 
tribute to it), and demonstrated how its central tenets 
- expressive use of cinematography, emphasis on 
clever dialogue, and, you know, detectives — could 
easily mesh with the sleuthing and branching 
conversations inherent to the graphic 
adventure genre. In other words, Schafer 
created one of the most original and engaging 
works of film noir in recent cinematic D>. 
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Some adveatire fan may have lamected the swich om 2D, 
‘at palygors did hove the arantoges sntcing the by 


themsel rve tt 
litle doubt as to Grin 

Like many of Schat 
upcoming Br 
his childhood pas 


fal Legend - Grim also draws 
sions. Specifically, Manny's 

some time sidekick Glottis. A giant, bear-like demon 
Glottis is the DOD's janitor when Man 
him. Once the player 


r disc 


ih 


cars, very soon thereafter, 
designing an Ed ‘Big Daddy 
for Manny called the Bonewagon. 


to work o 
Roth-style hot rod 


"WHEN I WAS a kid,” Si 
: loved Big Daddy's hot rod ar 


| 
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— what was truly astonishing to him was what 
it took for it to be greenlit in the first place. LucasArts, 
afier all, was the home of Ron Gilberi’s SCUMM, the 
2D engine that had powered everything from Maniac 
Mansion to The Curse Of Monkey Island, And in the 
early days, if someone in the adventure game division 
suggested another technology supersede it, it was 
tantamount to blasphemy. 

Then in 1992, Gilbert left to form Humongous 
Games. “Everything changed," says Schafer. “When I 
first came to Lucas, Ron was king. He made SCUMM 
and worked on it, so as long as you were comfortable 
with the technology, you didn't have to worry about 
that side of things. So, we focused on story. It's just 
the way it worked. After he left, though, I guess people 
wanted more control over the technology, and tried 
some different engines. But most didn’ 
as SCUMM because everyone knew about SCUMM. 
ly we felt the same way and just thought there 
stuff we wanted to do than what SCUMM 
could provide. So we made our own engine.” 

The engine, in a tribute to SCUMM, was called 
GrimE (grime). And for the first time in Lucas adventure 
history, it was based on 3D technology. As Schafer is 

vont to remind us, this was a purely commercial 
decision. That said, he was eager to make 
the new and crude technology work for his 
vision. "3D games were really ugly at first,” 


do as well 


ntu 
was more 


Schater adn "At Lucas, we had artists doing 
gorgeous 2D backgrounds, and we'd become 
very proficient at that. 3D, though, was totally 
unfamiliar. Characters in 3D games then looked 
like big boxes with, you know, the details spray- 
painted on top. It was awful. But you know what? I 
realised that the papier-mdché skeletons they have 
n the Day of the Dead ~ they were little vignettes of 
life, like going to the dentist or going shopping, but 
with sk t like what 3D could do at 
the time, Little 3D figures with the skeleton painted 
on. So it worked for us, because our art reference 
became these 3D, simple sculptures.” 


letons — were jus! 


Kulture. They were crazy. And I loved how he'd 
draw the demons in tl 


ues were flapping in their mouths, 
they had these big, bloodshot eyes. I 
imagery. Interestingly, some of the figures 


created for the Day of the Dead festival looked 


Manny 
and provides commentary when Man 
afraid to — he has no seli-consciousness. 

Glottis was superbly written — he's easily the 
funniest character in the game, and the one you 


least want to leave behind at the end — but what was 
riking about him was his manic countenance 
His appearance was simple to the poi 
geometric, and the bulging ¢; 
spitting mouth stretched 

were strangely more emotive (and adorable) tt than 
anything modern graphi nology has been able to 
\ produce ov years. This doesn't surprise 


most 
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If the technology was unfamiliar, the writing made 
Schafer feel right at home. Although he'd become very 
adept at the sort of slapstick humour seen in 
Island and Day Of The Tentacle, with Full 
(1995), he started exploring darker territory. Wit 
Fandango, however, he was given the chance to do 
so on an epic scale. “I think what was mi 
a lot of the LucasArts games was sadnes: 
explains. "So I wanted to examine th 
that in the game. Of course, we 
for what's appropriate to the story. The charac! 
Day Of The Tentacle needed that 
You're not going to have Bernard 
discover anything about himself, or 
something like that, because that's 
just not funny, For Manny Calavera, 


Iso need to w 


articular 
however, slapstick comedy doesn't 
work for him. It's still got comedy 
in there - especially with Glottis 
— but sadness and despair is talked 
about in Grim. It's not talked about 
in Monkey Island or Day Of The 
Tentacle, And I think it's important 


to have some of that, People don't 


get enough sadness and lonel 
don't examine that enough." 


mmm ONE OF THE most tragic 
when Lola, Manny's friend, is found dy 
world, a lethal gunshot wound causes th 


scenes in th 


gam 


ng —in Grim’s 
to 


~ in Rubacava 


vic 


crumble and sprout a bed of flower 
love for Manny, which 
ter 


She expresses hi 
won't be reciproc 
in love with Meche. Afte 
flowers that have grown 
into the wind. It's not 
material. Schafer laughs ¢ 
hard time selling it. They said no one will 
want to be a dead guy. Touc! 
lot of people don't really fantasise about 
being dead, You know, they want to bi 


ed -af ins 


e decays, 
fom her body are 


actly box-quote 


é. I quess a 


we need to join the moder world. We're TIM SCHAFER 
going to be highly commercial.” Project Leader 


Unfortunately, three dimensions wasn't 
enough to sell a game about skeletons i 
figure.) Whi 


love. (Go 


claims it was a Waterwor 


Schafer’s previous adventure. 
it," Schafer shrugs, "But it sold h 
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BEHIND THE SCENES GRIM FANDANGO 


huge 
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t be hap 


just for the sake 
from 


of its disappointing sales, 


tive art, too, it remains 
tched. In an age ¥ 
for anything with 


|M Grim Fandango's concept sketches wore all drawn by Peter Cham, 
@ LucasArts veteran who also worked on Mankey Island 2, The Dig, 
‘Day O! The Tentacle and Sam & Max Ht The Road. 


al nails in the 


eep it alive 


to learn 


8 Grim may start small, as atypical day 
in the office, bu it ends in epic syle. 


ame, and made 


1H Manny and Glotis relax with a 
dink and a tune, A favourite scene 
from the game. 
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THE MID-EIGHTIES was a time of steep competition as a 
multitude of producers all vied for top positions on the new 
a home consoles, Among the masses, Capcom found significant 
success with 1985's Ghosts ‘N Goblins on NES, but the company needed 
@ mascot to lift it into the mass gaming consciousness, Back then, 
‘Capcom was but a fraction of the leviathan it is today, and a limited 
workforce dictated that Mega Man's life was largely in the hands of one 
man: Keiji Inafune. Inafune not only developed all of the character art 
and designs, he also constructed these designs into pixel form, as well 
as creating the game's logo, packaging and instruction booklet. In many 
ways, this initial release failed. The box art was a joke, the graphics 
were mediocre, and the story was far from original - even Mega Man 
himself was uninspired, being a common example of the sci-fi and 
anime designs popular in the Eighties. The result of all this was limited 
commercial success. But one element was sublime: the gameplay. 

The non-linear format, in which players can choose the order of 
levels, and the idea of stealing bosses’ weapons were innovations at 
the time and gave Mega Man 2 the framework from which to reach the 
mass consumer. Though fundamentally the same game, the second in 
the series added polish by the spade. The boss count was increased to 
eight, passwords were added, Mega Man's powers could be upgraded 
with three items from Dr Light, the music was par excellence and the 
graphics were unique and wonderlully stylised. Capcom had given 
the franchise the treatment it deserved, shown a willingness to deliver 
top-quality product and left us enthusiastic about its future. Number 
three came and delivered yet another top gaming experience. Then 
Capcom began to show the trait fans now agonisingly associate it 
with - releasing endless replicas of its top franchises at the sacrifice 
of quality. While other developers were moving on to the new 16-bit 
consoles, Capcom held Mega Man back for five years, until the SNES 


8 The original 1987 game did not meet with 
smuch success, but the level design and 
gameplay created the base for the franchise. 


release of Mega Man 7 in 1995. Thankfully, the 1993 release of spin-off 
series Mega Man X bridged the gap. 

Mega Man X tells the story of X, a robot capable of emotions and 
consciousness. Dr Light fears that X is too advanced for his time and 
hides him away for 100 years until he is unearthed by Dr Cain to fight 
against the Mavericks. X would be aided by new blonde comrade Zero. 
Keiji Inafune has previously admitted that Zero was originally intended 
to be the new Mega Man. However, atter designing Zero, it was feared 
that fans wouldr't relate him to Mega Man due to 
wide visual differences, so X was used instead. 
Zero was finally made playable in X3 and used 
acontrasting gameplay mechanic; where X used 
long-range projectiles, Zero had a powerful sabre 
weapon for close-range combat. This contrasting 
gameplay, in conjunction with new moves and 
interconnected level design, made X another 
promising series. However, Capcom allowed X to slip into repetitive 
boredom, with each sequel wearing a little thinner than the last. 


arring I 


Mmm IT IS DIFFICULT to decide whether constantly replacing series 
with newer ones is a good thing or not. The old series are missed, the 
new ones relished. Either way, the classic Mega Man experience would 
be renovated twice more with the releases of Mega Man Zero for GBA, 
and Mega Man ZX for DS. Each of these games has held true to the 
Mega Man formula while still finding a uniqueness through stylistic flair 
and tweaks in gameplay. Mega Man Zero succeeded in this by giving 
fans what they had hoped for: Zero as a lead character. Zero also 
featured weapons mastering, the cyber elves (who are found throughout 
levels and can halve a boss's life or save Zero from a pit) and finally, 
the fantastic variable boss deaths, where the type of kill determines the 
finishing animation. Development for Mega Man ZX came in the form 
of free exploration before and during missions, having players find 
the mission areas themselves. There was also the addition of Biometal 
- weak points on bosses, that would heavily reduce their life but also 
reduce the rank received at the mission's end 
As a mascot, Mega Man's personality was left open enough to allow 
for a wide stable of games without contradicting his character. Mega 
‘Man Legends introduced the Blue Bomber to the third dimension and 
Battle Network had its unique hybrid of card-collector/action-strategy 
gameplay. Then there's the action-RPG Star Force, Mario Kart clone 
Battle And Chase and a whole host of other titles right down to board- 
game title Rock Board. All these, however, owe their lives to the platform- 
lasting pleasure of their forefather. The recent release of Mega Man 
2X Advent marks 20 years since Mega Man was told, at the original's 
ending, to “Fight, Mega Man! For everlasting peace". After 71 titles, the 
{little Blue Bomber seems to have taken it to heart. 


1 The very frst 16-bit ttle held o rather 
pleasant surprise within it yes, it's 
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HALL OF FAME... MEGA MAN 


eee 
t relax for a 
You have 


1 Finally, the original series made The 22-bit update added many IH Finally, Mega Man fans got what | Moga Man 2X made wonderful use 
its way to 16-bit glory. Just look at all extra features while staying true to the they hod eagerly been waiting for of the DS, and free exploration added 
those lovely bright colours. classic gameplay. ~ Zero as @ leading character. unique twist 
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Your monthly guide to 
collectable retro treasures 
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NES. 

1990 

Mcleod If you'd like games™ to feature you and your prized possession in 
Nintendo/Square Collector’s Corner, email us at 


000 


OFFICIALLY THE world’s 
rarest and most expensive game in 
existence, the gold Nintendo World 

Championship cartridge is an 
extremely desirable collectors item for 
very good reason. The collector's 
item dates back to a nationwide US 
contest held by Nintendo in 1990, 
PTA which used specially created NES 

Grail of game collecting, Rare, cartridges to test the skill of the 

eee aT player. 90 cartridges were produced 
for the contest and were eventually 

given away to those gamers who 
were good enough to reach the semi- 
final. These carts were moulded 

in grey plastic and are worth 

around three thousand pounds - a 
staggeringly high price for any game, 
but nothing when compared with the 
more elusive gold cartridge. Just 26 
gold NWC cartridges were produced 


TOP 
010000 


SENT and were either awarded to contest SCORE 
to spare? You might like to aim 
for the slightly more attainable finaeTiets cay ce cine it gtvent covrcty 66 000376 
grey edition. readers of Nintendo Power magazine. 

= A few of the winners naturally held 


onto their well-earned prizes, but 
many took advantage of the high 
interest surrounding Nintendo 

World Championship and decided 

to auction off their carts, leading 

to some of the most sensational 
auctions in game-collecting history. 
The gold cartridge has been known to 
sell in excess of $20,000 and recently 
reignited attention when it sold to 

JJ Hendricks for $17,500 on eBay. 
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NO GAME is worth 
spending more than £10,000 
onif all you intend to do is 
play it. The Nintendo World 
Championship cart is a 
prestige collector's item or 

a shrewd investment and 
shouldn't really be thought 

of as a game at all. But that 
doesn’t mean you can't have 
fun with it. As a test of your 
gaming skill, NWCis just as 
good as it was in 1990 and 
still poses quite a challenge. 
The cart gives you a time limit 
of 6 minutes 21 seconds to 
eam 50 coins in Super Mario 
Bros, complete one race in 
Rad Racer and score as many 


points as possible in Tetris. 
It then adds up all three 
games’ scores, with a 10x 
multiplier for the Rad Racer 
score and a 25x multiplier 
for Tetris, and presents you 
with a grand total. And 
though you can no longer 
win the official competition 
(of course), the scorekeepers 
at Twin Galaxies will still 
accept submissions for your 
world-record attempt. The 
current record was actually 
made earlier this year by 
cone Tom Votava and his 
score of 2,008,685, which is 
ridiculously hard to beat. 
We'd know; we've tried. 


eoces 


SUPER MARIO 
O37250 x 1 

RAD RACER 
906309 x10 

TETRIS 


905666 x25 


0037250 
9063090 


TOTAL 024 
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I got into game collecting through 
game retailing. For the last ten 
years I've nun online games retailer 
TGames.com, and I kept on 
getting requests from customers 

for really rare games. I would look 
up information on them and ask 
questions about them on message 
boards. Eventually I started a 


website for game collectors, called 
VideoGamePriceCharts.com, which 
lets collectors know how much their 
games are worth. The really rare 
games caught my interest the most 
because they are so much harder to 
find and usually more popular with 
collectors. I don't want to have a 
room full of videogames so I decided 
Iwould buy a few of the really rare 
games instead of buying tons of 
average games. 


Thad been looking for the Gold 
cartridge for about three months 
betore I purchased it. knew it 
existed for a number of years, 

but started researching it more 
during the last five or six months. 
Ithink NWC Gold will continue to 
increase in value as game collecting 
becomes more popular and gamers 
get more disposable income as they 
Get older, So I decided I should buy 
one if I could find it. I didn't look that 
hard but knew that the game came 
up for auction on eBay every now 
and again, Luckily for me it only took 
about three months after deciding to 
buy it before the item was listed and 
I could contact the seller. 


‘The game was listed on eBay for 
$25,000. I contacted the seller 

and gave him my best offer of 
$17,500. That was the initial 
contact. After that the transaction 
took a lot of twists and turns. Some 
other people came in with higher 
offers but backed out. The seller 
said he had shipped it to the wrong 
‘address, only to tell me that he had 
decided not to sell it when I called 
to correct the error. And he told me 
he shipped it two other times when 
in fact he hadn't. There was much 
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more stress in buying the game than 
I would have liked, but it tured out 
well in the end. 


Iplayed the game when it first 
arrived to make sure it worked, but 
it hasn't been played since. I own a 
reproduction of the game that only 
costs $50 so I play that one instead 
of the real version because I don't 
want to break it 


Definitely. I think it will be like 
the Action Comic #1 or the 

Honus Wagner baseball card of 
videogames. My belief is that it will 
increase in value and be a good 
investment, It is definitely a lot 

of money, but compared to other 
collectables like art, comics, or 
baseball cards it is very cheap. 


T'm sure I will sell the game some 
day. I've already received two 
offers to buy the game for $20,000 
and some day I will take someone 
up on one of those offers. The 
curator at a videogame museum, 
who isc friend of mine, contacted 
me and jokingly asked if | would 
donate to his museum in my 

will. Maybe Il take him up on the 
offer, but most likely I wall sell it at 
some point. 
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Top Five FPS 


Wolfenstein 3D 


Released: 1992 
Publisher: Apogee Software 
Developer: id Software 


Ml Effectively the one that started it all, id 
Software's fast-paced WWII action title kick- 
started a genre. It was ported to pretty much 
every format of the era, and is still going 
strong today. It also became famous for 
featuring a robotic Hitler. 


Doom 

Released: 1983 
Publisher; GT Interactive 
Developer: id Software 


@ Following the success of Wolfenstein was 
never going to be easy, but Doom bettered 

its predecessor in practically every way with 
improved visuals, more exciting gameplay and 
devastatingly impressive weapons (BFG 9000, 
anyone?). It also popularised the concept of 
online deathmatches 


Rise Of The Triad 


Released: 1994 
Publisher: Apogee Software 
Developer: In-House 


@ Created using an enhanced We 

3D engine, Rise Of The Triad is tc 
introducing the FPS world to the joys 
wielding and ‘Ludicrous Gibs’. Desp 
humble origins of the game engine, ROTT sported 
massive levels with several different floors. 


Descent 
Released: 1995 


Publisher: Interplay 
Developer: Parallax Software 


I While other companies struggled to 
emulate the successful formula of Doom, 
Parallext Software decided to go one better 
by giving the player 360 degrees ot freedom, 
rather than tying them to a horizontal plane. 
Although it was often disorientating, Descent 
was a truly groundbreaking title. 


Aliens Of Gold 


Released: 1983 
Publisher: Apogee Software 
Developer: JAM Productions 


MH Unlucky enough to have been released a 
‘week before the shareware version of Doorn 
appeared, Blake Stone: Aliens Of Gold is an 
ofen-overlooked but solid science-fiction- 
themed corridor-based blaster that improves on 
Wolfenstein 3D in many ways. 
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burgeoning gaming industry slowly began to 

grow around it, despite the often-disappointing 
presentation of the games. Some titles managed 
to overcome the platform's inherent graphical 
weaknesses and still sold by the bucket load, such 
as Alexey Pujitnov's legendary block puzzler Tetris, 
which made its debut on PC in 1984. Once again, this 
popularity was due in no small part to the fact that the 
system was so ubiquitous. 

As the Nineties drew nearer, the PC was becoming 
increasingly viable as a gaming system thanks to 
rapidly improving media capabilities. The most 
significant advancement was the emergence of Video 
Graphics Array (VGA) display hardware in 1987. 
This new video standard allowed for lush visuals that 
were way ahead of anything seen on other formats 
available at the time and heralded the dawn of a 
new and exciting era. Another key improvement 
was the advent of dedicated sound hardware, which 
finally gave PC owners the aural experience they 
deserved. This was largely thanks to the work of 
Creative Labs and its Sound Blaster card. The first 
variant of this card had an 1!1-voice FM synthesiser 
and the ability to play sampled sounds, but arguably 
the most important aspect of the board was the 


inclusion of a game port, into which users 
could connect a joystick. Unlike its 16-bit home 
computer competitors, the PC lacked a joystick 
port ‘out of the box’ and required users to purchase 
a dedicated card to gain such a feature. Creative's 
decision to include the port on the Sound Blaster 
played a massive part in its ultimate success and 


proved that more PC owners than ever were keen to 
unlock the entertainment potential that had been lying 
dormant in their computers for so long. 


gum THIS UNIQUE ABILITY to upgrade incrementally 
gave the PC a vital advantage over the rapidly ageing 
Amiga and ST and slowly but surely the format began 
to pull away from the existing 16-bit home computers. 
While Commodore, Atari and Apple all adopted a 
model whereby they periodically released new and 
more powerful variants of their machines, the PC 
simply kept evolving, unbound by the restrictions of 
traditional hardware manufacture. Users could add 
more memory, boost the graphical performance or 
completely upgrade their CPU, and this adaptability 
allowed the system to effectively dominate the personal 
computer market by the time the Nineties arrived, 
However, its origins as an easily expandable device 
also proved to be something of a curse as well as a 
blessing. Although Microsoft had released its Windows 
graphical user interface in 1985 to make managing 
the PC's confusing file structure a little easier, it merely 
functioned as an add-on working on top of Microsoft 
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iit was most definitely occurring, 


s led their dev 
T before porting to 
primarily with th 


ome 
iga or Atari 


lopment on the 
titles 
power 
logical 
at the time. The 


g the huge 
s that were being made 


vanceme! 


ation had reversed itself. W 


eres previously PC 
wners had to make do with being second best, now 


re gettin 


‘aled-down conversions of 


james. 
of the PC's smaller installed base in 
rhelming majority of games for the 
n were produced by Western 


Japan, the 


THE PLAYERS the biggest names in retro PC gaming 


of George Lucas’s film 
company, Lucasfilm Games 
was perhaps best known 

for its quirky point-and-click 
adventures as well as games 
based on the Star Wars and 
Indiana Jones properties. 

The company went on to be 
staunch supporter of C 
ROM technology with games 
such as Full Throttle and Star 
Wars: Rebel Assautt 


munded 
back in 1991 


John Romero, 


‘Tom Hall and Adrian 
Carmack, the Texas. 
id Software is arguabh 
‘among the mo: 
influential software hot 


= Founded in 1985 by 
y and Louis 
Castle, Westwood originally 


Eye Of The Beholder 


but 


Conquer series that put the 


firm on the map in 1995. 

By then it had been sol 
irgin Interactive, and k 
rallowed up by EA in 13 


Ima 


gine 


shing L 


© Much like 
|e PiChess = 

Epic Mega 
Games started off creating Founded in 1979 by 
light-1 a re husband-and-wife team 
platform titles for PC before and Roberta Williams, Sierra 
hitting gold with 1998's sci-fi | produced such hits as King’s 
FPS Unreal. This seminal Quest, Leisure Suit Larry, 
game spawned an entire Gabriel Knight, SWAT, Polic 
series — including the Quest and Space Quest. 
popular Unreal Tournament Sierra also published titles 
range ~ but Epic's crowning for other firms and, thanks to 
glory to date is its Gears Of rapid expansion, became a 
Wargames. The company's | key player in the PC world. 
Unreal Engine 3 has been The firm was acquired by 
licensed by countless other Vivendi and then absorbed 
software houses. into Activision Blizzard. 
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Released: 1992 
Publisher: Virgin Interacti 
Developer: Westwood Studios 


Although many will argue that Technosofi’s 1989 Mega 
Drive classic Herzog 


strategy game, it was West 
the ball rolling and laid down the rules that 
the genre for years to come 


Released: 1991 
Publisher: Blue Byte Software 


Developer: In-House 
This turn-based tactics game war red 
by PC-Engine title Military Madness 


a hexagorefill 


ir 
SEEN Relecsed: 1989 
% Publisher: Maxis/EA 


conversion 
interface 


38 ideally suited to this kind of tt 


Released: 1983 
Publisher: MicroProse 
Developer: Mythos Games 


Julian Gallop's spiritual sequel to his @-bit Rebel 
and Laser Squad games, X-Com was a turn-based 
tactical war game where the player controlled a team 


hardened soldiers investigating a series of 
X-Com took Gallop's 


of batt 
visitations from hostile aii 
based template and refined 


10 near-perfection. 


Released: 1991 
Publisher: MicroProse 
Developer: Sid Meier/ 
MicroProse 


The epic Sid Meier's Civilization attempted to distil 
nearly six thousand years of human evolution and 
technological development into just a few fi 
and, as the many people who lost wast chur 
lives to its charms will attest, it succeeded w: 
Miltary concems, agriculture, diplomacy 
everything covered. 


h aplomb. 
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such as Sierra On-Line, 
s, Electronic Ar 
Blue Byte ond SSI 
many of whom had 
h the Apple I, C64 and other 
anew breed of developer was 
teeth on the PC and 
at to its limits. 


about the formative 
upon the topic of 

by Microsoft 
titles 


IT’S IMPOSSIBLE TO talk 


without hit 


were 
demos that offered 


mce to sample the product in 
ase. However, what 
int from traditional demo 


re being manufactured by 


fledgling software companies that simply didn't have 
product on shop 
yare, 3D Realms 


ic (originally Epic 
rted out producing shareware, 
y went on to 


g 
released is generally 
e in 1987. 
sod 
herein 


what 


nareware PC gam 


as published in epi 


en shareware 


games y gave you 


a ful as a game demo 


apshot of w 


at @ game 
as the ‘Apogee Mo: 


ral other small 


up by sev 


as Supemova, 
but it was the 
other devel 
mpany to new heights. In 
de 


ge 
1991 

LucasArts/US Gold 
LucasArts 


1 Underworld II 
inth Of Worlds 
4: 1993 


er: Origin Systems/EA 
joper: Looking Glass Technologies 


Developed by the now-defunct Looking 


pre-Win95 
point-and- 
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ies, Labyrinth Of World: 


cond Ultima title to adopt the first-person 


t, following on from 1992's Ultima 
Id: The Stygian Abyss. Compan 
with rival 

§  rle-playing 


Underworld 
Iwas like 
experiencing 
the future. 


with relatively basic EGA graphi 
success but few could have fores 
pact the developer's future projects 
the PC gaming landscape. Wolfenstein 3D foll 
introducing thousands of PC owners to the wild and 
frenetic world of first-person shooters. It 
superseded by Doom and later Quake, tw 
that set the entire videogaming world alight. id v 


on to become a household name, ar 
with low-budget shareware ¢ 

id Software's Doom proved to be one of the m 
influential videogames of the dé 
a mention in the massive US sitcom Friends. 


yetit all s 


mes. 


and ever 


However, it was hugely 
woy, 


ignificant in another 


many to the concept 
of playing videogames online. Although 
the principle was certainly not a new one 
in 1993, by the time Doom w 
modem technology was advanced enough 
to allow people to play more complex and 


leased, 


visceral games than were previously possible, 
The notion of a multiplayer deathmat 
feature that is rarely absent from 


h-a 


odern first- 


person 
populatrisec 


dless of plat 


rm — wi 


s as yet another 
example of how PC gaming has indelibly left its mark 
on modem gaming trends. 


ARGUABLY THE ZENITH of the 
PC gaming 
chip. Prior to the release of the Intel Pentium, 
effectively heralded the 
CD-ROM revolution, 
upgraded to th 


DOS era of 


ame with the arrival of the Intel 486 


1 of Windows 95 anc 
hardcore PC gamers 


many 


486 model. Its additional pro 
ideal platform to play 
some truly stunning games. Com 
Origin Systems, Digital Image L 

pushed the hardware to 


power provided 


jost to 


panies such as 


ts very li 


like Magic Carpet and St 
the latter even gained an infamous reputation for 
being pr y unplayable on anything 
cutting-edge, top-of-the-line machine. 


ike Commander. In 


Ultima VII 

The Blac 

Released: 1992 
1: Origin Systems 
er: In-House 


Gabriel 


Gate Sins Of 


' © Ultima 
™ VII: The 
Black Gate 
is often 
regarded 
as the 
SNH pinnac 
of Richard 
‘Lord British’ Garriot’s long-running 


would have us splitting our sides with 


laughter, Sierra On-Line toc 


ID SOFTWARE'S DOOM 
PROVED TO BE ONE OF 
THE MOST INFLUENTIAL 
GAMES OF THE DECADE 


e 486 range 
MS-DOS as 


the bedrock 


> operating 5 
rer, DOS was finally put out 
indows 95 
plagued by 


to pasture hed its 


operating system 
ked with legendary 
ep towards 
ommand- 


disk games ¥ 


j commonplace. Floppy 


g out and the 


further into thi 


a fant warding 


g to make the 


Virgin Interactive 
Westwood Studios 


Underworld 
is Of Lore 
the mor 


playing game franchise because 
it offered a massive, non-linear 
game world that was so packed with 
detail that it took hours to explore. 

So in-depth was the game engine 
that players could bake bread, make 
clothes and perform other tas} 


intellectual approach with most of its 
own games, and the Gabriel Knight 
eri p there with the best. A 
simultaneous floppy disk and CD 
release saw Tim Curry providing his 
voice for the latter format. 
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s provided a captivating 
adventure. Based 


on the 
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1994 


Before Epic 
Games started 
churning out 
an endless 
stream of 
macho FPS 
titles, the company’s most famous 
achievement was a green rabbit 
with a laser gun. The closest thing 
PC owners ever got to having 

their own Sonic or Mario title, 

Jazz Jackrabbit was a highly 
‘accomplished platforming title. 


1993 


There were 
hundreds 

of flight 
simulators 
released for 
the PC so it 
might seem strange that we've 
picked one that is set in space. 
However, when it was released, 
Star Wars: X-Wing had console 
‘owners picking their jaws off the 
ground for weeks afterwards, 


1990 


BG) elore 
" Big Wottenstein 


oo 


and Doom 
there was 

y Commander 
NE koen, Despite 
the crude EGA visuals, this was 
a highly playable platforming 
title that borrowed elements from 
console games of the same ilk but 
added its own unique spin, A real 
cult classic. 


1992 


The 
series may 
have been 
driven into 
the ground 
lately, but AITD was once truly 
groundbreaking and, despite 
what Capcom claims, marked the 
start of the survival-horror genre. 


One of the 
first racers to 
use texture 
mapping, 
IndyCar 
Racing so 
impressed 
Formula One Grand Prix creator 
Geoff Crammond that he decided 
to implement the feature in GP2 
Played with a steering wheel, this 
was astonishingly good. 


91 


The world's most embarrassin PALE 
arcade ports, under the spotlight Bai 2600 


1982 
Atari/Coleco 


Coleco 


CATASTROPHE “us 


FP : 
THE WARNING SIGNS 


Well, it doesn't look 
exactly like the arcade 
game, but then what 2600 
port does? Maybe it'll still 
be okay... 


THE HYPE 


000700 


a2 


Fa Ss 
hi ‘fom is 


SED ABDASZAAS AA ISZSESIS¢ 


“Plays, sounds and scores just like 

the arcade game.” Hmm, suspicious 

comission of the word ‘looks’ there, 

Coleco. What could possibly be the 
reason for that? 


DONKEY KONG” 


be Marston ~ 


007650 


VIDEO GAME CARTRIDGE FOR USE WITH THE 
ATARI" VIDEO COMPUTER SYSTEM’ 
AND SEARS VIDEO ARCADE™ 


SZ SSAA SI ates 
IN THE GAMES industry's formative years, 
arcade conversions were king, and the 
company with the best home conversion 

of that year's biggest coin-op hit raked 

in the most Christmas cash. In 1982, the 
most anticipated game of the year was 
Nintendo's Donkey Kong, and the big 

three American consoles — Atari 2600, 
Colecovision and Intellivision - all boasted 
an ‘arcade perfect’ version of the Mario 
game. A fierce bidding war had taken 
place between Atari, Coleco, and, oddly, 
Taito for the conversion rights and it was 
Coleco that walked away with the licence. 
All three US console versions were then 
developed by Coleco, but which one was 


All three competing versions were made by Coleco, owner of 


the worst? Definitely not the Colecovision 
port, obviously. 
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the Colecovision. Surely it wouldn't make the other version 
worse than its own. Would it? 


SION 


This is clearly The confectionary We know the 
= THE REALITY eral fetepecreres ok Meecpulr 
¢ ‘ Donkey Kong himself, with barrels that look Mario hadn't been 
The Atari 2600 Donkey Kong doesn't _ but it looks more like a bit too much like finalised at this 


y i a cross between the giant chocolate chip _stage but, come on, 
play that badly. It's functionaland = 7 vensteranda cookies forourliking. we sould probably 
anyone who's played the arcade gingerbread man tous. Why make Mariojump do better than this 
game will recognise the controls. Surely the Atari 2600 over them when he effort if all we had was 
could spare more than —_could just eat his way DS's Pictochat and a 
However, Donkey Kong looks ‘one colour for him... through them? broken stylus. 


like a badly thought-out Digitizer 
character. The rival Colecovision 
version looked far better and much 
closer to the arcade source. The 
Colecovision version was packaged 
with every console and became one 
of the first killer app pack-ins, while 
the Atari version joined Pac-Man as 
yet another conversion catastrophe. 
Could it be coincidence that the 
Colecovision version was the 

best, or was it simply down to the 
technical limitations of the 2600? No 
one knows, but rumours persist that 
Coleco sabotaged the Atari and 
Intellivision ports to make its own 
console look superior. 


ZZ 


From Guitar Hero to Space Channel 5, 
iames™ is a huge fan of rh -action 


games. So when we were given the 
opportunity to speak with the creative 


minds behind the grandad of the genre, we 
naturally jumped at the chance. Read on 


to find out how the influential PaRappa the 
Rapper came to be... 


check the toilets 
on the right? 


that have to be 
you never exp. 
appropriat. 


ONLY HAVE 


AN ADHERENCE TO REAL- 
= | WORLD LOGIC WOULD 


THE GAME'S DESIGN 


Masaya Matsuura 
(producer, composer) 


Japan, but we 


Rodney Alan P 
Greenblat that PaRappa’s European debut dé 
(lead artist, designer) few heads. As well a: 
Gabin Ito concept o} 

(story writer) been coined, AaRappa also made use 
lovable personalities and a paper-lik 
that immediately 

+ ++ platformers and fir 
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Rapping your way to the front of 
the queue to tlle? Yos, i is sill 
‘ono ol the best scenes ever to appear 
ina videogame. 


¥ 
Rick» Punch, T 
and Chop the d 


PARAPPA THE RAPPER 
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FROM THE 


FORUM 


Assad but true story. Me 
cand my friends at the time 
used to dub our own wards 
into the raps. As you can 
imagine, when you let a 
toon kid free with catchy 
tunes and severe obscenities 
the fun just got multiplied 
fivefold. When Chop Chop 
Master Onion goes from 
rapping about self defence 
to molesting sheep and 
crapping his pants, you just 
know that laughs are never 
far away. 


PaRappa The Rapper 
could never of been made 
by a westem studio, its a 
great example of Japanese 
quirkiness (which is mostly 
Jost on me) hitting the nail 
on the head. Its hilarious, 
has amazing characters and 
is bat shit bonkers. About as 
«charming game as your 
likely to find 


I wish I had a better sense 
of rhythm, I could never get 
past the Flea Market level. 
Tm only slightly ashamed to 
admit I have the soundtrack 


on my mp3 player. 


bowill. The toilet level used 
to give me nightmares! 


I wish rapping driving 
instricters were real 


(One of the few genuine 
car boot bargains Ive 
ever bought... superb 
combination of music and 
gameplay, got to love its 
unique style. 


¥ KUROSAKI 
Abzilliant game, catchy 
‘music, insane storyline, a 
real joy to play. “Kick, punch, 
its all in the mind” indeed. 


95 


He COUTO 


As a party 
game, 
PaRappa The 
Rapper is top 
notch. It is 
totally hilarious 
when you have 
the cheesy 
cartoon hip- 
hop pumped 
up loud and 
people get 
into difficulties 
trying to follow 
the lyrics in 
time. 


FA This unique blend of audio and visual 
aflEE clements came from an unusual collaboration 
between New York-based artist Rodney Greenblat, 
and Japanese musician Masaya Matsuura. Though 
originally from opposite points of the globe, Matsuura 
and Greenblat both found themselves employed 
by Sony Japan around the same time, yet neither 
of them initially worked in the videogame division. 
Greenblat, an artist from the age of three, had been 
working in Japan in 1994 when Sony Creative 

Products asked him to design cute characters 
for licensed stationary sets. At the same 

time, Matsuura worked for Sony Music 
Entertainment, providing musical 

content for multimedia platforms, and 

when software development began for 

the PlayStation it was here that the idea 
for a music-based videogame emerged 
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Matsuura was familiar with Greenblat's previous 
illustration work and when he found out that they 
worked for the same company, he approached him 
about designing the game's characters. 
Choosing to work in his own New York studio for 
the duration of PaRappa's production, Greenblat 
would occasionally visit Japan to talk with Matsuura 
and Gabin Ito, the game's writer, before returning 
to design characters and fax them back to the 
4 development team. "The internet was 
a too slow in 1995," we're told. These 
initial concepts were the seeds from 
which the final PaRappa game would 
grow, since the story and songs could 


BEHIND THE SCENES PARAPPA THE RAPPER 


not be written without knowledge of the characters. 

"Matsuura and Ito gave me suggestions for the 
personalities of the characters they needed and I 
made rough sketches that they would choose from, 
recalls Greenblat. "Some of the characters, Pj Berri, 
Katy Kat, Sunny Funny, were from my earlier product 
design endeavour with Sony Creative, and were 
then incorporated into the game. Those characters 
basically became the stylistic starting point for the 
PaRappa world. Sometimes my character designs 
inspired the writers to change the script and the story. 
‘The drawings I did of Chop Chop Master Onion gave 
them a lot of ideas," he continues. 

With these four characters, Greenblat 
had already created a rather warped 
and eclectic theme for PaRappa — two 
of the characters were anthropomorphic 
animals, the third a talking sunflower 
and the fourth an onion - but Greenblat 
asserts that an adherence to real-world 
logic would only have hampered the 
game's design. "The world of cartoon 
reality is totally open,” he says. "There 
are no limitations there, no gravity, weather, 
biology, logic or conditions of any kind. It is a 


+ 


fluid world where everything co-exists in total 

harmony and disharmony. It's useless to question 
what's possible in the cartoon world, and therefore 
beautiful.” 

The designs of the supporting characters may have 
come from abstract doodles but when it came to the 
title character, Greenblat instantly knew what kind of 
design to go for. "Matsuura wanted a character that 
was trustworthy, loyal, hardworking, romantic and 
a litle insecure,” he explains. “That made me think 
of a dog so 1 made several sketches of dog rapper 
characters. His body shape was inspired by Sunny, 
Katy and P} who already existed, because I wanted 
the dog character to fit with them. Originally he had 
a baseball cap, and also a Rasta hat, but the knit 
cap was the best.” Of the frog that's emblazoned 
on PaRappa’s hat, however, Greenblat knows of no 
specific reason why it was included in the design, 
and admits that it just appeared during the sketching 
process. As for the backgrounds, which played an 
important part in PaRappa's amusing cut-scenes, 
Greenblat's designs originated from a similarly 
familiar source as the lead character. “An artist's 

on the last ten 
inspiration comes from a whole lifetime of study, a raPnmnabeg 
awareness and sensitivity to the world,” he points out | feel very proud 
"My own suburban upbringing probably had a lotto AEDS UIE 
do with the way PaRappa Town looks, but at the same ad to grow 
time it doesn't look much like Daly City, California or today,” he 
Bethesda, Maryland, the places I grew up.” s. “However 
The overall look of the game - the flat, | think that it is 
paper-thin characters in a three-dimensional only cen: eu 
world - was an idea inspired by Greenblat’s fac ioe ae 
sketches, butis adecision that must ultimately Guitar Hero, that 
be credited to Matsuura. "Idraw inavery flat  AISEION INE ai0e 
way. I've never been too concemed about ESM Ae 
perspective or shading," says Greenblat of the genre’! think 
his character designs. Matsuura adds: "I NENG oS ce atees 
didn't feel they would translate well through US ESeeUI CUI 
cre crimaion ~ pears incouce of ER 
their simple style. However, at the time, < % 
PlayStation was pushing the boundaries in 


@ It’s not entirely 
inaccurate to think 
of Masaya Matsuura 
as the father of th 
rhythm-action genre, 
so who better to 
ask for an opinion 


is fun, which is 


A GAMING EVOLUTION 


Rhythm ai 
game: 
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PaRappds cast ol zany characters 
‘eet itaside trom practoaly any other 
PlayStation game and ensured that it 
‘Stayed in the memory ofall who 
played it. 


3D expression, and as such I decided to take 

@ balanced approach to PaRappa through 
ing a mixture of 3D animation with Rodney's 2D 
drawings.” And so, PaRappa’s unique visual style was 
born. In an age when most developers seemed ready 
to jump on the 3D band hout ever stopping 
to think if it was actually the appropriate thing to 
do or not, this disregard for modern trends gave 
PaRappa The Rapper one of the most di 
identities of the 32-bit era. "Matsuura and I both love 


to go against the conventional,” says Greenblat with 
a keen awareness of just how much his game defied 
expectations of the time. 

When it comes to subverting expectations, 
visual style tells only half the story. It's the 
that would forever change 


it for granted that the combination of music and timed 
button presses is one of the most natural ways for 
a videogame to entertain, but back 
idea was virtually unheard of. Up 
point, videogames had only asked a 
set of objectives of the player: blast 
rescue the princess, cross the finish | 
PaRappa took a much more dowr 
activity — the physical appreci 
—and transplanted it into videogame 
form, creating a new genre at the 
same time. 

It's easy to say now that this 
creative birth could only have 
come about in the mid-Nineties, 
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once the CD-ROM revolution allowed for the use of 
multiple audio files in a single game, but it is as much 
a.cultural shift as a technological one. It was only once 
the PlayStation entered the market that videogames 
really began to attract the attention of mainstream 
and casual audiences and with the 32-bit scene 
aligned so closely with the music industry - as with 
WipEout and its appropriation of club culture - the 
time was just right for a game to bring the two together 
and present itself in a way that appealed to the casual 
market as well as hardened gamers 

For Matsuura, the birth of the rhythm-action genre 
through PaRappa was a natural product of his 
background in both music and technology. "By 1996, I 
had already spent ten years as a professional sound 
artist as part of a duo with a female singer,” he says 
with reference to his band, PSY+S, which recorded 13 
fullJength albums between 1985 and 1996. "Previously 

to that had been a musician for 15 years, including 
five years as an amateur synthesizer player. 
ore I believe that it was this wealth 
cal experience that ultimately led 
y creation of PaRappa The Rapper 
jeed the rhythm-action game 


and it 


genre.” 

When the time came to write 
PaRappa's songs, Matsuura worked 
from Greenblat's designs and Ito's 

story to come up with the lyrics 
but had to call in some extra help 
once the decision was made to 
record all of the songs in English, 
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BEHIND THE SCENES PARAPPA THE RAPPER 


even in the Japanese release. 
songs used in PaRappa, and the r 


I composed half of the 
st were composed 


Awasted opportunity 


by various other composers,” he reveals. "I also 

used a professional rapper to help with the English As well as the many disappointed by this 

expressions of various lyrics and the lines within sequels and soundtracks _ particular cartoon. The 
spawned by the original __ reason? Aside from the 


the game's script. He basically created the style of 
the lyrics and rhyme." For the voice talent behind 
the main characters, Matsuura tumed to several 


game, PaRappa The 
Rapper also inspired 

a shortlived anime TV 
series. Featuring most of 
the main characters, the 
stories usually revolve 
around the same kind of 
social inadequacies that 
plague PaRappa during 
the cut-scenes of his 
games. These situations 
make for stories that are 
amusing enough but we 
can't help but be a little 


opening theme there are 
no actual songs used 
throughout the series. 
Tragically, Greenblat 
and Matsuura were tied 
up with the development 
of Paappa The Rapper 
2during the production 
of the anime and, 
contractually, were not 
allowed to work on it, 
Perhaps if they had, the 
series may have been 
better thought out. 


New York-based vocalists, Although none of these 
can be described as superstars within the musi 
business, it's hard to deny that the likes of ‘Dred 
Foxx’ (PaRappa) and ‘Lenky Don’ (Prince Fleaswallow) 
provided brilliant, memorable vocal tracks that 

are fondly remembered in their own right, 
regardless of the game itself. 

Being the trailblazer of a new genre does mean that 
your game will eventually seem dated next tots future 
equivalents, though, and it's PaRappa's relatively tiny 
selection of just five songs that most dates 
it today. Matsuura maintains however that 


five was the maximum number of tunes that 


could possibly have been included at the 7 D OF 
lime. "Each song in PaFtappahadtohaveiour | MUIXTSUURA'S BACKGROUND IN 
variations, enabling it to ewitch between them | MIUSIC AND TECHNOLOGY 


at any point within the game,” he explains 
"Therefore even though the player may not 

feel that each song is of great length, in reality 
the tracks are quite extensive due to the need for 


of the greatest 


things about working on PaRappa 


very close 


various changes in them according to the state of 
player's performance. For this reason there 

was no room at all for any additional s. 
on the game. In fact, we had to throw away 
a whole stage in the middle of development,” 


he adds. I had tc person then I 
Although Matsuura was unable to would pr k at the 

everything that he wanted into the final 4. of the tear 

release of PuRappa, he nevertheless remains r offic 


extremely proud of the game. "lam always MASAYA in reality 
able to find parts that I ould have MATSUURA our roles were 
been developed further with any of my past Producer/ and team f 


projects,” he openly admits. " 
PaRappa it has now become more than just 

a personal memory and if it was to be changed then 
it would inevitably become something complete! 
different. Therefore, in a way I feel quite precious ov 
PaRappa and our achievements in its creation.” 
one to take all the credit for himself, Matsuura readily 


jowever, with 


composer 


wonderful in PaRappa: 
As for Greenblatt, hi inished 


reflections on th 
game parallel Matsuura’s concerns over the 


concedes that all the magical pieces of PaRappa The 
Rapper wouldn't have fallen into place were it not for 
the unique talents he had surrounded himself with 
“My vision was always to work in a similar manner to 
a music band in that we would use our creat 


widespread popularity and impact of AxRappa. "I 
d I had no idea it was 
says in parting. "When I 
it was shocked. 
is convinced. 


® 
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AS GAMES BECOME i: 
complex, certain staples of the industry 
struggle to remain relevant. A few, 

the 2D platiormer, are r 

others are making major changes to their des 

jeder har 


in order to keep up with 


console generation 
virtually unscathed? Altho 


industry, almo 
as it was wher 


started. Admittedly, it 
has grown stale for some, but tho: 
@ fascination for seeking out treasure 


100 


From Black Onyx to Oblivion, the 
first-person RPG has remained 
stubbornly true to its roots, 
whether appearing on consoles 
or computers, in America or in 
Japan. games™ investigates one 
of the most entrenched sub- & 
genres in the history of gaming 


: pelos IN JAPAN I WAS TOLD 
Seeeertem LHAl THE DUNGEON 
exactly the same now GENRE WAS DEAD 
AND WOULD NOT SELL 


fo unauthoris: 


brsterett 


reason the FPRPG ha: 
for all that time. 


pt itself virtually intact 


s been a long and winding road, to say 
the least. Back when Ultima: The First Age Of 
Darkness, the first title of its kind, appeared 


1980, the simple, wireframe v 
enough to enthral players into losing an endless 
ber of potentially productive hours to Lord 
uing world. The first game in an 
ingly immortal series, The 


als were 


hh’ Garriott and Origin Systems launched a 
series and spawned a genre, setting the 
work for future classics, such as 1981's 
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copying or distribution 


hit contir 


ported tc 


the daunting hundred-page 


and some 


aking the adv 


d by 


atu 


be changed at any time, and a 


jeted in Shining Force IIL If you're 


aturn, get this now. 


sn initially a mat 
industry in Joy 
n, and the plethora of 
the bu 
w. Holder founc 


th a keyboard. 


Dur 
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ee OOUCO : 


the dungeon genre was dead 
aH cand would not sell there. But we 
struck a deal where we would 
do the code ports and JVC 
would handle marketing — a 
leap of faith on the part of the 
head of the JVC games group 
—and managed to get it on the 
market. It tured into a huge hit 
for us in Japan, and at one point 
we made far more money in Japan than 
we made elsewhere, due in part to the 
‘bubble’ economy that was in full swing 
there at the time.” 

The differences between Eastern 
and Wester RPGs aren't discemable 
just from glancing at screer 


food and rest into the lower tier 


ies. 


the most famous 


out of the fir 


ESSENCE OF OLD 
RPGS WITH MODERN 
DESIGN PRINCIPLES 


ots; 
there are some deep contrasts in 
how the two styles play. Whereas 
Wester entries tend to stick to a more 


Dungeons & Dragons style of gameplay 


~ a characteristic stemming from the genre's to 1987 on NES. At least one game 
pen-and-paper and later PC roots ~ Japanese has appeared on seemingly every console 
games tend to focus more on storytelling and ever made, and ir 


aren't as concemed with rules and complex 
character creation. FPRPGs are well known for 
their Westem tendencies, and this has mack 

them something of a nic 


he in Japan. They're | of Sega Satum and PlayStation they had 


succ t could do them 


to see tit 


he | reached console hardwan 


ful, and though they hardly achiev 
sort of fame that games like Final Fantasy and 
Dragon Quest enjoy, those titles likely wouldn't 
be here had it not been for the fir 


the compl 
gamers had been experie 


person 
RPG. In fact, Dragon Quest creator Yuji Horii is 


Agetec enthralled playe 
said to have been inspired by both Ultimaand | King’s eld ¢ 
Wizardry when he began work on his series. with dank caves, 


‘one wrong step and yor 
EMME RPGS IN JAPAN suffered a major divis 
in style and scope during the late-Eighties, and 
those in the style of Dragon Quest continued 
to evolve, growing in popularity. FPRPGs 
didn't falter, however, and while the majority 
of ¢ 
shiny new NES, Sega quietly released perhaps | a 
the greatest &-bit RPG of all time, Phantasy 
Star. Only the dungeons ther 
a first-person perspective, but they 
incredibly well and the pseudo-3D still holds up 
today. The famous franchise's first instalment 
introduced gamers to Dark Force (Dark Fa 
in the US translation), Meseta, and everything 


text adve 


horrible death 


those brave enough to u 


massive and rewar 
nsole gamers were engrossed with their 


bit lighter in tone, Sega and 


melot Software Planning h 
nselves are in 


we done 


L 
— 


environments 


— a refreshing change for 


many players who were sick of only exploring 
underground dungeons. By 1996, Sega was 
prowing its fortunes behind the Saturn, and not 
releasing a solid adventure 
boasted beautiful visuals and an awesome 
quest, it went the exira mile by tying it into the 
overall Shining mythos, introducing characters 
and plot strands that would continue in the 1997 
strategy-RPG Shining Force IIL 


mB THE ARRIVAL OF the next generation of 
consoles brought with it perhaps more FPRPGs 
an ever before. Eternal Ring; another King’s 
Field; a new Wizardry title; and of course 
sda’s modern masterpiece, The Elder 
Scrolls IV; Oblivion. These more modern 3D 
games still adhere to the foundations set by 
Ultima and Wizardry, but if you're looking for 
a contemporary FPRPG that feels retro then 
handhelds are the way to go. Last year, GBA 
received a great game called Mazes Of Fate, 
which not only played like an FPRPG, but 
also retailed at just $20. Developer Gratiiti 
Entertainment drew from both Eastern and 
Western RPG favourites for inspiration, "We 
love RPGs and we played and analysed almost 
all of the best RPGs of both past and current 


times,” explained development head Javier 
Otaegui. “We tried to pick up the e: 
of the old RP but bring them to modern 
design pr The titles that had a greate 
mpact on the game are: Lands Of Lore, Eye 
Of The Beholder, Chrono Trigger, Fallout, Final 
Fantasy, and Knights Of The Old Republic. 
More recently, DS has been host to Etrian 
Odyssey. Atlus forces the player to drow their 
own maps using the stylus, harking back to 
days when these dungeon crawlers were 
played with a tablet of graph paper, lots 


mee 


iple: 


an 


of pencils, and a big eraser. Considering 
that the first sold well enough to 
warrant a sequel, it looks like 


there's still enough demand to keep 
the ancient FPRPG genre alive. It 
may be slow and cumbersome 
by nature, but the sales figures 
don't lie. Sometimes being out- 


ofdate can be a very @ 


good thing indeed, 


GOING UNDERGROUND 


The firet Elder Scrolls game 
‘was simply huge and in many 
‘ways superior to its sequel, 


cand you'l still be trying to 
finish up ten years from now. 
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In Shining The Holy Ark, some chests are actually 
mimics evil creatures that prey upon the greedy. What 
they dosit give in gold is made up for in experience 
points, so it's ¢ win-win situation all around. 


We've always enjoyed Agetec’s King’s Field series, and this latest chapter is as hard 
and lengthy az the first two. Be prepared to die..olten. Only the persistent need apply. 


Black Onyx was one of the first 
FPRPGs released in Japan (on MSX 

cand PC) and was a huge hit. The 
game was ported and distributed 
by Bullet Proof Software, the team 
behind Game Boy Tetris. 


's always nice for someone to see 

you off ax you begin your adventure Eye Of The Bebolder's Displacer Beasts are 
take Might & Magic If right), for sasty foes, but a good team is more than & 
‘example. You'l be too bus | Ft) mictch for them. D&D ans relished fighting 

for his name for some time though. classic monsters in the world under Waterdeep. 


5 Po ar 
You are at the bect bargain Store 


Do you wish to see our wares? 


Yes if you do or Mo if not 


Uitima might look fairly simple now, but you wo 
bbe playing any of the other games mentioned here if it 
hhadsit stormed the trail first It's still a solid albeit short, 
adventure, even after all this time. 
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KIRBY'S DREAM LAND Game Boy [Nintendo] 1992 


Some bosses are memorable because they present a challenge so hard that you repeat 
them so much, they become ingrained in your mind. Others live on thanks to a set piece 
s0 over the top that they become unforgettable. The first boss from Kirby's Dream Land, 
however, does neither. As a game that can be played from start to finish in under an 


hour, Dream Land's bosses present zero challenge whatsoever, while the Game 
Boy's diminutive screen makes epic battles a practical impossibility. Nevertheless, 
that first boss has stuck in our minds for years. The sight of a tree, reduced to 
tears after being defeated by fruit grown from its own branches, isn't one 

you see very often. And it's one we wont ever forget. 
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BINARY BELIEF 


BINARY BELIEF : 


The 1982 movie Tron and the events surrounding its 
production consisted of binary extremes. Acute success 
and failure went hand-in-hand to create a bold new 
visual language for the culture of videogames... 


@ What's particularly fascinating about the | 
1982 Disney film Tron is how its production 
EBB not only followed the trends of the prolific, 
and highly unstable videogame industry far 
closer than those of the movie world, but it also 
progressed the realm of computer graphics and 
their applications quite profoundly. ti 


for the s¢ 


coupling of tv 
was visionary, but 


thod of creating this 
have b 


sought. As 


Hol as needed, but all he had to tout 


was a highly technical story ~ most movie execs had 


concept of the game world — 


some 


cal filmmaking techniques to properly 
sion for the project and the huge 
ary work designed to sho 


pt from 
y to option a 


it also c 
nanagement, Fortunately, 


if it meant another CONTINUED >. 
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‘The limited colour palette made a strong impression on 
the design of Tron's costumes and sets. How a modern-day 
sequel might react to the last 25 years of gaming evolution 
would require a whole new feature's worth of speculation. 


Discs 
Of Tron 


AN INSIGHT INTO 
HOW ONE TRON GAME 
BECAME TWO 


EARLY POSTERS AND pul 


carried the perp 


WAS A MONOLITHIC 
GATEWAY INTO THE 
DIGITAL DIMENSION 


imaginary t! 


4, seeing monolithic 


digital dimension infused 


a feeling of immersion never before 


yame des 


e jou ® proprietary controller burne 
ppilled over into lightning, while the bezel and marque 
jot be luminescent promise of entering the 
rogram’s world 
There were four individual games, and Midway 


hnological 
d trepidation as the 
For the big-screen production, breath 


ich dif 


HOW TRON’S CUTTING-EDGE EFFECTS 
TOOK SHAPE OVER A DECADE BEFORE 
THEY EVEN HIT THE SCREEN... 


EVEN TO STEVEN Lisberger, 
the idea of using fully 
computer-generated 
environments, effects and 
characters hadn't occurred 
until he met with the 
passionate and animated 
computer scientist Alan Kay, 
who invented the Windows- 
style GUI and laptops. His 
vision for what computers 
were capable of took Lisberger 
Studio to several computer 
simulation experts who hadn't 
imagined their talents being 
put to use in entertainment. 


Imagin 


No unauthorised 


Information International Inc 
(hriple-D, a software simulation 
company, had realised around 
a decade earlier that one of its 
models, which simulated the 
pattern of radiation should it 
escape from a reactor, could 
be easily adapted to trace the 
movements of another form of 
radiation: light. 

By tracing simulated light 
from its source to an object, 
then its trajectory reflecting 
from the object, through 
q lens and into a virtual 
camera, they could create 


Publishing Ltd 


or d 


computer-generated imagery. 
‘To demonstrate this solution 
without a problem, Triple-I 
made a promotional video 
which, as it turned out almost 
ten years later, was exactly 
what Tron needed. 

It also highlighted the 
astronomical costs involved 
with using computers in such 
a frivolous fashion. Ironically, 
much of the film's live-action 
effects were actually achieved 
by standard, hand-drawn 
cnimation and airbrushed 
background artwork. 


was perpetually baited 


conception — of wh 


eventually come out of 


available: they had to wait 


were finished and rendered. 
er game designed before 


for the softw 


difficult te 


to create a potentially massive licence tie-in to a on ctisure are sxoog and the dlPkenporientt 
oncept that no one = 1 - could ore llow the behaviour of its movie 
but the game in its own right is a 


actually envisage 
od dodgeball simulator 


WORKING FROM A 


the help of a comp 


oftware corr 
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Midway's developers did the 


any responsible for 


P core and Sark’s carrier 


key points in the film, which woul 


the arc While their 


buil 


throughout 


t was also 


many of the film's mostly 


rather than ; 


though the PCB scenery looks quite sf 


on what 
to deter 
Midway took its be 
as right. Tr 


hile, and Tron 2.0-a 
c RPG/FPS — has since 
gone on to create a whole sub-culture 
Jebrate the thriving digital world 
created by Disney all those years ago. 


limitations actu 
to the anthropomorphic mo 
sprites, bits and bytes. The 


life from the other side of 


reasonable that gamers shot 
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Copy & Paste 


Tron may not have realised its full box office 
potential back in 1982, but over the years 
it's garnered an impressive cult followin 
The messages, styles and stories hav: 
inspired the media in many areas 


A FAILED TV series from Tron producer 
Donald Kushner, Automan was a dire 
product of corporate thinking. Intended to 
capitalise on the Tron craze (which, in terms 
of visual media, never actually happened), 
the concept was to get a Tron like character 
off the game grid and onto the mean streets 
solving crimes in contemporary Los Angeles. 
Cancelled after only 13 episodes, Automan 
does have some mild camp value, even if it's 
purely a demonstration of how not to do it 


GERMAN hacker best known by his 
pseudonym ‘Tron’, Boris F had dark computer 
talents that led to his cult recognition. During 
his illicit endeavours ‘phreaking’ phone 
networks and hacking communication-related 
systems, Tron discovered a way to apply voice 
encryption to ISDN telephone lines, a matter 
conspiracy theorists attribute to his suspicious 
death in 1998. Officially recorded as suicid 
many people to believe foul play was involved. 


KNOWN IN cyberspace as ‘Tron Guy’, computer 
programmer Jay Maynard shot to virtual fame 
when images of his homemade Tron costume 
hit the intemet. Placing his abundant physique 
on show in the skin-tight electroluminescent suit 
was a great parody of the film. His notoriety led 
to costumed cameos on the Jimmy Kimmel Live 
show, as a guest in the We Are The Web music 
video and a host of appearances on websites 
and computer-related media. 


IF EVER there was a modem reinterpretation 
of Tron, it has to be Freakazoid!. Taking 

the same principle of transporting a lonely 
computer type into the digital world he better 
understands, then imbuing him with the 
powers of the different realms as appropriate. 
Originally envisioned as a straight superhero 
adventure, Freakazoid! gradually mutated 
into zany kids’ comedy — to the extent that the 
creator took his name off the programme. This 
alone harkens back to Tron’s production. 


BETA TESTING: 
AN INTERVIEW WITH 


Writer of the first script and developer 
of the early characters based on Steven 
Lisberger’s animation, Bonnie MacBird 
told us how the Tron program first ron... 


who wou de the 
omputer ar 


ere and have to get 


fr 
back out 
The character of Flynn 
or 


Thad 
e than ten 


sonal computing today 
Thired him 


bution 


d on some kind of 
reality. Most of this was 


subsequently cut and 


Alan took his name off 


the picture. There was a 


lot more subtle technical 
background and science 
in the original drafts I 
did. I spent a lot of time 
learning about this stuff 
from Alan and laying in 


cool things 
been kept, 


hat, had they 
vould have 


been a sou 


2 of delight to 
2s for years to come. 


I personally love it when 
science fiction works on 
more than one level like 
this and was sad to see 


it go, although the final 
visuals were stunning (this 


n's real gift) and 
Wendy Carlos's music was 
imply terrific. 
Tloved Pong and 


had actually played a 


really early version of it 


toward technology and 
as far as I know, Tron was 


the fi 


creenplay ever to 


ten and edited on 
computer. After I started 
ith Alan I typed 


working v 


my script into a device 
hooked by rubber cups to 


my telephone, and then 
went up to Parc and edited 
fhe script on the Alto. After 
Tron, I continued to write 
scripts but had to 
wait several years until 

the first Mac before I had 
anything close to what 
was available 

at Pare. 


mor 


1 Tron’s Light Cycle sequence is unique 
among films. It spawned its own videogame 
sub-genre. The Amiga shareware scene, in 
particular, experienced a deluge. 
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playing the 
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© Tronis set to appear on Xbox Live 
Arcade later on in the year Is this 
hint of more to come or is it simply @ 
welltimed cashin? 
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Conceived by the composer behind 
Merry Christmas, Mr Lawrence and the 
creator of Chibi-Robo!, Lack Of Love has 
to be one of the most unusual games on 
Dreamcast. Lead designer Kenichi Nishi 


explains how it came to be... 


‘Tho way in which Harum's actions can affect 
‘even tho tines! creatures is showm belay 
throughout LOL Here among his footprints you get 
to 200 the true scale of the situation, 


No unauthoris 


‘Ts cnencted ideo appears party 
teogh th ge ow te igh 
looking for a new planet that can sustain life 


These plants can be bumped at the trunk to 
make the leaves expand like umbrellas. At one 
point you'll need to teach another crate to do 
just that so that it can hide from the rain 


ace the resources on Earth 
‘have been completely exhausted. 
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Nope, I've never heard of it, 
either. Actually, that might be 

a lie, I'm sure I heard the title 

a short while ago, but I didn't 
know anything about it until 
today. Anyway, it looks pretty 
cool. A bit of a forefather to 
Spore from the looks of it. I can 
see why it didn't exactly have 
mass appeal though, especially 
as it came out on Dreamcast. 

It's a shame as I genuinely want 
to play it now. Oh well, the ‘Get 
Lack Of Love on XBLA/PSN/ 
Virtual Console’ petition starts 
right here. 


Just short of £50 on eBay. 
Apparently there's no language 
barrier either so importing 
it from somewhere cheaper 
shouldn't be a problem. 
Consider me tempted. 


CRAYMEN EDGE 
Td never heard of it until now, 
but now I really want to play it. 


It Thad to describe it 
in one word, it would be 
‘charming’. The theme of 
evolution through kindness ~ a 
vague adaptation of karmic 
reincarnation, I guess ~ along 
with the quirky characters, 
abstract but brilliantly detailed 
environments, delicate musical 
tones and observation/ 
interaction-based gameplay 
are so understated that it tugs 
nicely on the heartstrings. 
And in terms of evolution and 
design, it definitely seems a 
Precursor to Spore. We might 
not have played it, but I bet Will 
Wright has. 


SUBLY 
I thought I knew everything 
about Dreamcast. But I've never 

heard of this one. 


us 


This is as much 
an arthouse 
videogame as 
you'll ever find, 
but it brings 
something new 
to the arthouse 
mix: it's fun. 

It has to be 
effortlessly 

one of the best 
games on the 
Dreamcast 
Consolevania, 
Episode 2.Late 


Meaty tree rom any on-screen iconography, LOlz Now to decide which platform to develop the 
HUD rarely displays anything other thon the melerin = 46 on Lovedelic’s previous two games were both 
published on PlayStation, but Lack Of Love was 
destined for a newer console as Nishi reveals. "Mr 
Hirose, the president of Sega at the time, persuaded 
me to develop LOL for Dreamcast at the penthouse 
of a hotel in New York, as we looked at the Empire 
State Building right across from us.” 


WME Work began on Lack Of Love in 1998, with 
Sakamoto formally assigned to soundtrack duties 
toward the end of the project but continually 
suggesting ideas to Nishi throughout development. 
Hikarin, Lovedelic's in-house artist, worked on the 
ands, creating a half-familiar landscape full 
oking plant life and creatures. While Nishi 
took care of the overall direction. 


Nishi's main intention was to communicate the 
game's themes without using text, a feature that was 
doubly important for those importing the game from 
outside Japan. This was achieved in two ways: to set 
the scene, Nishidirectedalengthy openinganimation 
showing the robotic antagonist character searching 
for an inhabitable planet and then landing on the 
player's home planet and marching several digging 
machines across the land in order to transform it 
For the actual gameplay sections, Nishi needed 
to create several pu 


ent games and is a value close to t 
rt of lead designer K 


les for the player to solve. 
should care for other people, life, the nm Much like a point-and-click adventure, this all had 
and nature,” he te to be communicated without dialogue. “It was not 
easy at all,” he says. "Without text or voice, the NPC 
to communicate by their movement 
or sounds, And Dreamcast's grap 


message. “ 
continues, “ 
our lif 


creatures hav 
ion 


expr 


performance was not high enough to make them 


MME But how did a 
and world-famous mi end up creatin: 
Drean ‘We 
mutual friend,” explains Nishi. “One day 


yunicate by their facial expressions so we had 
a | to choose a sound-communication system. But the 
und alone is much more 


game t cor 
vague than language. 

Despite such difficulties, Lovedelic did a great 
job of constructing puzzles that force the player 
to observe their surroundings. One early example 
sees a group of tiny aliens desperately reaching up 


LOL WOULD BE MORE 
ACCEPTED TODAY AS 
WE'RE DEALING WITH 


nication w 


working around midnight, my friend 
said ‘Mr Sakamoto is coming to the Club Eden. I 
come I could introduce you to him’. Of 
my work aside and went to Eden 
to spend time with someone 


greatly, Nishi arrived at the club and asked 
if he could sit with Sakamoto, g 
instantly and happily chatted with him. 
talked about music, games, 


on at the time. And he gave me h 
the designer exclaims 

A friendly exc! 
found ther 


ails ensued unt 
James Loveloc! 


ange of en 
es discus 


Hypothesis. This scientific theo: 


geology and species e1 
will respond to glob 


hanges in order 


to sustain life, and 
that the planet could, in fact, be considered a 
entity in its own right. Sakamoto asked: °C 
make a game from the Gaia Hypothes: 
suggested he write the musi 
The idea for Lack Of Love was born 


wing 


and 


for such a game 


to feed on a fruit plant they can't reach. Once you 
realise what they're after, you can charge into the 
plants to knock the fruit down from the branches and 
the tiny creatures will reward you with their DNA. 

Acquire enough genetic code and you can locate 
a safe spot to turn into an egg and re-hat 
creature, slightly bigger and with new powers. One 
evolutionary stage fits light-emitting antennae to the 
player's head while an earlier mutation awards the 
ability to urinate at the touch of a 
bution. "That was my idea,” beams 
Nishi. “Eating and excreting are a 
part of energy circulation, and 
making the creature urinate is 
essential to that process. Also I 
thought it was very cute. 

As the game progresses, the 
creature gradually morphs and 
mutates from a_ single-celled 
organism to a huge mammal 
resembling an anteater. Along the way it takes on 
many unusual forms as well as a few recognisable 
ones. A certain form in particular almost looks like 
a small black-and-white puppy, a lot like Tao the 
dog who appears in Moon, Chibi-Robo! and Captain 
Rainbow, and is based on Nishi's real-life pet. "I did 
that on purpose,” he admits, “because I think Tao's 
black-and-white colour is very simple and universal. 
Thope someday he will be popular enough to make 
merchandise of his character. 


has anew 


Released on 2 November 2000, LOL: 
Lack Of Love emerged into the world 
to exactly the same response as all of 
Nishi’s other games before: a minority 
adored it while the mainstream ignored 
it. “LOLwas enthusiastically supported by 
some fans, but the sales were not great,” 
remembers Nishi. “Ithink it was not one of Director 
those mainstream games that everybody 
likes." LOL's theme and setting certainly separate it 
from the bankable generic titles that clog up most of 
the top ten in any given year, which may explain why 
it was never picked up for a European or US release 
—a.decision that concerns Nishi to this day. 

That's not to say that Lack Of Love had no 
effect on anyone. Those who did manage 
to play it found themselves moved by the 
game's conservational message, particularly 
at the point when the player must consider 
denying the continued survival of the human race 
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LOL: LACK OF LOVE 


‘Save points are so sparsely placed throughout the game that 


or the protection of its own planet's inhabitants, 
represented in-game by a choice between a human 
baby and a friendly creature that follows the player 
through most of the adventure. Without spoiling 
the ending, we can't say which of the two survives 
and which faces extinction, but the conclusion of 
the game is suitably powerful and one of the most 
emotional of the time. The message was not lost 
on the game-playing public. "One of the players 


how gamers would react to it now given 
the fact that games like Shadow Of The 

Colossus and Braid have legitimised the 

use of games as social metaphor. Such a 

re-release, we are told, would be tricky to 

greenlight since the rights are currently split between 
ASCII Entertainment and Ryuichi Sakamoto, but 
Nishi remains enthusiastic about the prospect. "If 
Ihave a chance, I would like to remake LOL for 
another console and release it again. I believe 
Lack Of Love would be accepted more widely now 
because we are more seriously dealing with 
climate change and global warming. I wish 


emailed me and told me that he stopped 

killing mosquitoes alter playing LOL,” 

= recalls Nishi. “I was glad to know my 
=. game could affect someone's life.” 

- Considering the effect Lack Of Love 

¥ had on its small audience, we wonder 


someone would show an interest in releasing 
it and give me a chance to create a 
remake.” Funnily enough, so do we. 
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Offfiames 


Mike Haggar 


Tn this month's Hall of Fame 
the father-in-law you really don't v 
kni 


DESPITE THE QUICK Bushin ninjiisu of Guy, and Cody’ 
pretty-boy looks, any true Final Fight fan will always say 
Io Nice Hoggazt when pressed ax who they coniider the real 
star of Capcom's revered beat-'em-up series. A videogame wrestler 
matched in popularity only by the bear-hugging biceps of his street 
fighting rival Zangief, Haggar has become the most popular wrestler 
to ever smash onto the videogame circuit, and for good reason. 

When a thick layer of crime suffocates Metro City, the newly 
elected mayor, Mike Haggar, decides the time has come to clean 
up the streets. The Mad Gear Gang, led by a wealthy millionaire, 
tule the city, and after Haggar turns down a cash bribe in return for 
turning a blind eye to their criminal activities, the Mad Gears decide 
to kidnap his daughter Jessica to force him under their control. 

Haggar, who doesn't take kindly to being threatened, surprises his 
constituents by yanking off his tie, tearing off his shirt and donning 
a pair of green slacks and a single-support brace. Pulling together 
crack team of muscle, made up of his old gym pal and Jessica’s 
ex-boyfriend Cody, along with Cody's pal Guy, they venture out onto 
the means streets of Metro City to rescue her. It's not what you'd call 
a typical method of making the streets safer, but Mike Haggar is not 
your typical mayor. 


Metro City's great white 


Mmm FINAL FIGHT'S PLOT smacks of the popcorn action films of 
the Eighties. And while the ‘rescue the pretty kidnapped git plot has 
been done a hundred times before in film and equally in videogames 
- Kung Fu Master, Double Dragon and Super Mario Bros - many 
studious fans have traced Final Fight’s plot and the decadent look 
of Metro City to the 1984 Walter Hill film Streets Of Fire. A weird mix 
of cheesy action meets rock opera set in a bizarre futuristic Fifties- 


Bn giid) worni 


‘Mi Haggar takes down your name at the start of 
Dungeons & Dragons: Tower Of Doom 


In Chun-Li's stage in Super Puzale Fightor It 


we take a look at 


ght Mike Haggar 


style world, Streets Of Fire’s plot centres on the kidnapping of a 
ity club singer, played by Diana Lane, at the hands of a ruthless 
gang called The Bombers, and the rescue mission initiated by the 


singer's ex-boyfriend —an ex-mercenary named Tom Cody - and his 
two friends. Weirdly, one of these is played by 
actor Rick Moranis and, before you think it, no, 
he doesn't play a Mike Haggar-type character, 
because there isn't one. 

However, the look and characteristics of 
Capcom's fictional mayor still point to the big 
screen. You see, Haggar's life shares a weird 
parallel with the ex-wrestler/actor, Jesse ‘The 
Governing Body’ Ventura, who, post-retirement, 
went on to become the Governor of Minnesota 
in 1999, Jesse, who played the role of the cocky 
soldier Blain 'I ain't got time to bleed’ Cooper in 
Predator, sported a Haggar-esque moustache 
and about a hundred thousand muscles, and shares an uncanny 
resemblan 


¢ to Metro City’s mayor. In fact, had a Final Fight movie 
been greenlit around the early-Nineties, we're pretty sure Jesse 
would have been a shoo-in for the role of Haggar, and Minnesota 
would have had to find itself a new governor. 

‘So why has Haggar become such an enduring character among 
beat-em-up fans? Well, we'd put it down to Capcom's obvious 
empathy for the character. Haggar is the only member of the 
original Final Fight trio to have appeared in every subsequent 
game. Reappearing in Final Fight Guy and even getting a brief 
cameo in the god-awtul PS2 3D fighter Final Fight Streetwise, saw 
Haggar all but forgotten by the people of Metro City and working as 
@ gym owner. Moreover, Haggar is the only character in the Final 
Fight series - and maybe even in Capcom history - to have his 
own videogame spin-off, appearing as a character in the brilliant 
Saturday Night Slam Masters wrestling series. 

But what really sets Haggar apart from his peers is the wonderfully 
layered and deep back story Capcom gave the character, Hag 
portrayed as a protective father, an honest and hardworking mayor 
and an ex-pro wrestler, three characteristics that help give him a 
sense of humanity and make him instantly memorable. While Cody 


aris 


and Guy went on to become popular characters with fans of the 
series, there's no denying they are typical of the kind of characters 
usually found punching and kicking their way through screens of 
goons called P Radar and Tre Mendous. And even with Final Fight’s 
wonderful visuals and slick co-op mode, without its mayor supporting 
the campaign, the game would have become just another girlfriend 
rescue mission. Remove Haggar from Final Fight and it would be 
sorely missing something integral to its charm. 


/Maiking his subtle entrance to the ring in the ll Haggar makes a cameo in Final Fight 


‘Turbo the weil breaks to reveal a izmiiar ace. wrestling game Saturcay Night Slam Masters. Streetwise, helping you dust up some thugs. 
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‘Traditionally, Haggar 
has always asked for 

@ short back and sides 
‘when going to his local 
barber, although in Final 
Fight 3 his hairstyle got 

‘a dramatic makeover. 
Maybe in a misguided 
bid to make the character 
look a bit younger, 
(Capcom gave Haggar a 
ponytail. Suifice it to say, 
it wasn't really a popular 
look and the head-tail’ 

cut off, never 


The moustache gives Haggar 
sense of authority, age and 
worldliness ~ all qualities that 
Capcom needed to instil in 

the character, Like Sir Arthur's 
beard and Mario's moustache, 
Mike's facial hair has remained 
for the entirety of the Final 
Fight series, and has become a 
signature look for the character. 


was quicl 
to appear 


Like his moustache, the 

olive-green belt Hagar 
wears across his chest has 
nic look. 


become another 


The strongest of the thre 


for the character. While characters in Final Fight, Haggar's 
the belt may seem like a’ impressive strength comes from his time 
variation of the trouser working as a pro wrestler and indulging 


brace 


Haggar is seer in the odd street fight, As a result, many 
wearing in his office during, of his ex, spinning 
Final Fights intro, it's more clothesline le-driver ~ have carried 


Ukely the brace dates back 
to when he was a pro. 


over fror 
on meni 


jany hours he spent sitting 
for a living, 


wn 3s it also forms 
part of his wrestling attire 
in the Saturday Night Slam 
‘Mast 


ygar's attire has only really beer 
5 the course of Final Aight's Sup 
ndo timeline. He is usually dressed in 
of green slacks and a supp 
Fight 2, Capcom added a pair of 

guards to his costume, and in Final 


ryed-on 
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e of the infamous wrestler-turned mayor 


Mike Haggar. When venturing outside it’s advisable to have a stab vest, 
crash helmet and, if you own one, a tank. If you're looking for things to 
make your stay more memorable, why not surf on the city’s famous crime 
waves, bask in the glorious blood-soaked streets, or take a bottle to any of 
the city’s scruffy looking denizens? We hope you enjoy your time here in 


Metro City and trust you live long enough to visit again 
soe 


Welcome to MetroCity, hom 


The Slums: 


If you're looking for 
your trip in Metro City, why not 
famous slums? As far 
of brick and mortar go, it 
better than this. There's 
punch a couple of oil drum 
what apples or cooked meat you 


ght out, visit our brand new 
nd watch a no-holds: 
atch... or even participate 
t of the mayor kee! 
national relatio 


For a great ni 
leisure com) 
barred wrestilir 


The mayor organised 
a sponsored car wash to 
raise money for a local 
school. It's just a shame he 


Metro City's subway system is the quic 

and safest way to get around, and if you do 

know where to go, don’t panic because help 

is at hand. You can ring any one of the helpful forgot to bring any water 

Metro City tour guides. such as Poison, whose ~ Still, it's amazing what you 

phone number can be found scrawled in Wrestling: can do with a spot of elbow 
grease and bit of lead pipe. 


telephone boxes and toilets throughout town. 


Imagit 


No unai 


If you fancy grabbing a 
bite to eat, you could do a 
jot worse than paying a visit 
to Metro City's delicious 
West Side district. home to 
plenty of fine eateries and 
cocktail bars. The NinNin 
bar is a firm favourite with 
locals and tourists. So 
stop by and order a giant 
cocktail and then consume 
it using the bar's famous 


If the skies are grey and the sun's being 
miserable, don't fret. We've got it covered 
To make sure you always leave Metro City 
with a beaming holiday tan. take a quick trip 
to Industrial City Gym - home to some of the 
most powerful tanning beds in the world. 


Industrial Area: 
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No unauthorised copyi 


ng or distribution 


When the sun is shining 
there’s no better place to relax 
in Metro City than in our new 
Up Town development. Here's 
the mayor making a fleeting 
visit to the city’s retirement 
village. The mayor and Jessica 
have come to visit their old 
pal Belger, who was forced 
into a wheelchair after the 
r ingly threw him out 
w for kidnapping his 
r. It's okay, though 
now. 


The public toilets 
are a great place to 
find approachable and 
‘outgoing people. This 
local biker is telling 
the mayor how nice 
he looks with his shirt 
missing. The mayor 
responds by explaining 
to the nice man how 
big the key to the city 
actually is. 
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_CRASH AND BURN 
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== CRASH 
=) AND BURN 


Prior to 1983, silicon and code were more valuable 
a = than silver and gold, until it all came tumbling 

down. 25 years on, we look back at the videogame 

market crash to see if lessons have been learned 


§§ VIDEOGAMES IN THE 


THE NES WASN'T BORN 
BECAUSE OF THE 
MARKET CRASH BUT 
IN SPITE OF IT 


IACK TRAMIEL 
Commodore Founder 
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He COUCO : 


finally arrived in 1983 they were so bad that 
people simply stopped buying videogames. 
There was no bartering, no negotiation — there was 
nothing any company could do to remain buoyant 
in the wake of their own avarice and disregard for 
the player. The industry drowned with the blood of a 
thousand dreadful games in its lungs. 

“The boneheads at Warner should have gotten a 
better game system to market than the tired old VCS, 
says Baer. “The engineers tried but management 
balked. Besides, they chased most of the good game 
designers out of the company to Activision, at first, 
followed by the other third-party developers 

As Baer suggests, it wasn't simply a case 
of the dot eater failing in the console market, 
or ET wishing he hadn't gone home ater all 
it was the over-milking of a withered cash cow 
that was crushing the gamer’s soul. And not 
just within Atari, The competition made little 
effort to entice the players over to their side 


with well-made games — instead relying on 
price wars and lawsuits to snare customers. 
Warner attempted to stop third-party 


developers from creating games for Atari's machine 
while court cases flew back and forth as the 
desperation to retain profits became increasingly 
difficult. A huge amount of effort was spent on 
maintaining a stranglehold on the industry, all at the 
expense of creating decent-quality videogames. As 
the industry descended into a sordid, schizophrenic 
mess, the gamers prepared for an unspoken exodus. 
Forensically speaking, it was indeed an industry 
market crash, but it was also a terminal separation 
between symbiotic entities - a bitter 
divorce between the avaricious developer 
and the apathetic gamer 

Desperate, game publishers pushed 
their wares forward more aggressively 
than ever. In 1982, two years’ worth of 
games were rushed to the shelves to 
the point where shops had neither the 
physical room nor the inclination to carry 
any more units. In an effort to reduce 
stock, full-price titles were cut to nearly a 
seventh of their recommended retail price. While this 
might have proved appealing to the consumer initially, 
it did nothing to promote confidence or awareness in 
the glut of new games, and the player's indifference 
only deepened. 

‘Two of the major players, Magnavox and Coleco, 
withdrew from the videogame industry, while 


| The ColecoVision, despite selling over c milion units, lasted 
less than two years after being born on the brink of the mazket crash. 


126 


STEVE WOZNIAK 
Apple Founder 


1 Ralph Baer stil works with new electronic 
otertainment concepts, keeping a close eye) 
cn the induntry he invented. 


I DIDN'T SEE ANY LIGHT 
IN THE TUNNEL UNTIL 

I MET THE NINTENDO 
MARKETING MANAGER 


others suffered for their perseverance. The 
technologically sound Vectrexnever got thechance 
to thrive. Third-party developers were working simply 
for fun, and quickly began to fall by the wayside. 
Imagic withdrew its public offer the day before the 
company was due to sell shares after spending 
$10 million on an advertising campaign, while US 
Games (owned by Quaker Oats, of all companies) 
and Games By Apollo were closed down overnight 


(SNE THE BRUTALITY OF the impending 
collapse echoed through Wall Street, and 
westors wasted no time in redirecting 
their speculations. In just a single week 
at the end of 1982, the plummet in 
share prices saw an astonishing $1.3 
billion disappear from Atari's estimated 
market value. The industry's number 
two, Mattel, also experienced a drop of 
$192 million, while Coleco readied itself to 
make a big push with Donkey Kong, and 
Arnold Greenberg announced he expected a jump of 
180% in 1982's profits. He was to be disappointed 
Despite being over ten years old, the videogame 
industry was still dogged by suggestions of being 
nothing more than a fad, and the sudden and 
violent shakeout only served to reinforce this notion 
Newspapers delighted in ‘Game Over For Videogames’ 
headlines, and shelf space was casually reallocated 
Even Ralph Baer had redirected his talents toward 
alternate entertainment themes, as he explains: 
"To tell you the truth I was pretty much decoupled 
from the videogame business in the late-Seventies 
and earlyEighties. That's when I started to 
concentrateonhandheldmicroprocessor-controlled 
videogames like Simon. I didn't think much about 
it at the time because I was focusing on other 
things; the thoughts I had also reflected what 
was in the industry press — and that was ail 
negative,” he recalls. 
America was the comerstone of the global 
industry, butit didn'thold complete CONTINUED >. 
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Peripheral 
Vision 


NINTENDO HAD ALREADY 
tried to break through the 
cultural East/West barrier at 
great expense, and finally 
managed it - as Nintendo 
of America teetered on the 
edge of bankruptcy — with 
the Donkey Kong coin-op. 

After the success of 
Famicom in its native 
territory, Nintendo decided 
to introduce the system to 
America, Its first launch 
attempt began as a 
partnership with the failing 
Atari, and when that ended 
Nintendo attempted to push 
the machine itself. But the 
US amusement industry 
would still have nothing 
to do with videogames, so 
second, more concerted 
effort was made. 

The console was 
redesigned in a grey box 
- commonly known as The 
Toaster — and given a back 
seat to two fairly average 
peripherals: a lightgun 
called the Zapper and a 
partially interactive robot 
called ROB. By selling 
the system as a toy rather 
than a game, Nintendo 
managed to secure a small 
amount of shelf space for 
the 1985 Christmas season. 

Good sales encouraged 
shops to continue stocking 
the system, and by the time 
Mario arrived Nintendo 
had recaptured the gaming 
public's imagination, single- 
handedly resurrecting the 
US videogame market. 


He wrote ET for 

the Atari 2600, 
considered the worst 
game of all time. 
He also wrote Yar's 
Revenge, considered 
one of the best 
games of all time 


HSW: From inside 
Atari we felt that these 
were pretty good 
efforts considering the 
restraints we were 
working under. I mean, Pac-Man was 
originally being done in just 2K. It 
took a long time to develop, while 
ET was done in just five weeks. For a 
five-week effort it seemed like a pretty 
substantial game, and Spielberg 
had reviewed it and approved it, so 
everybody seemed okay with that. 

ET still sold over a million, but 
it's one thing to sell that many copies of a 
game you expected to sell nearer 10,000, 
but it's another thing selling a million of a 
game you expected to sell 6 or 7 million. 
Atari spent so much money buying the 
licence that if everyone who owned an Atari 
2600 had bought a copy, they would still 
have lost money. 

With Pac-Man everyone thought, well. 
it does look a little funky. It clearly wasn't 
Pac-Man, and when you look at what GCC 
did later with Ms Pac-Man you could see 
what the real potential of the game was. 

Of course, they had the additional benefit 
of several years’ practice and a great deal 
more memory. 

If you look at these two games in 
particular, you really see what happened in 
the shift from engineering to marketing. The 
engineering approach was to make a game 
and keep working on it until people were 
satisfied playing it. Then, as marketing 


really came on and got the idea of 
licensing, converting, and that sort of thing, 
what was important was getting the game 
‘out, because they thought the title would 
sell it, and content seemed less important to 
them. And it's that theory that's probably at 
the root of what really killed the industry. 


HSW: It was a crisis in expectations. That's 
what the crash really was. People were 

still waiting for the new experience, and 
that's what we were trying to deliver. These 
days, people know what to expect and what 
not to expect from a game, but back then 
everything was new and the public were 
still vulnerable to that kind of marketing 
build-up. Atari promised them the moon 
and did not deliver. 


IT WAS A CRISIS 

IN EXPECTATIONS. 
THAT'S WHAT THE 
CRASH REALLY WAS 


And then you follow that up with ET, 
a beloved movie brimming 

with emotion, and promise to 

deliver that same emotion in the 

game. It's crazy. You could say 

that it was absurd for people to 

think they're going to get that out 

of a game, but it’s not absurd 

for people to believe what you 

promise them. But when you 

promise that kind of emotional 

experience and deliver a game 

that was made in five weeks 

that's a very different violation of contract. 


HISW: You have to understand that we 
were self-deluded in a lot of ways. We 
thought it odd that Atari was trying to 
source development from all these other 


places, and was actually fuelling that 

problem of market saturation, and when 
things started to tum around I guess we 
heard it but didn't want to understand it. 

At the end of 1982, with all the amazing 
things they'd released and the solid profit 
they'd done, and the hype with games in 
general still being as strong as it was, no 
one really noticed that something wasn't 
working. Nobody wanted to even think it. I 
don't think I accepted anything was wrong 
until late-1983, and it would be early-1984 
before I started to consider that maybe this 
gravy train was jumping off the rails. 

I mean, I never thought that it was a 
fad that would blow over like they were 
saying in the media. When I saw stuff like 
that I thought ‘You gotta be kidding!’ That 
stuff was written by people who didn't play 
games. I think anyone who'd ever played 
games understood instantly that this was 
something that would never go away. 


HSW: Late-1984 I left Atari once I realised 
the show was over. It didn't occur to me 
to pursue games, although it might have 
been a good idea for me. I went in all sorts 
of other directions — I got a real-estate 
broker's licence for a while, I did some 
writing, and some teaching, then got back 
into computers. I worked in and out of 
various systems for all kinds of 
government agencies, but it wasn't 
very gratifying because there was 
no creative component to it, and I 
decided that I needed to get back 
into videogames, which is when 
I went to 3D0. But when I got 
back into games, it was a whole 
different industry. 


HE COTO : 


Q&A WITH TOM SLOPER 
DESIGNER OF SPIKE AND 


af 
iL. 
ijl, BEDLAM ON THE VECTREX 


from the start, what elements do you 
think led to the market collapse? 

It's common knowledge that the problem 
was that the platform holders didn't 
have control over what games could 
be made on their platforms, or when 
they did have control they didn't exert it. 
(Once the 2600 was reverse engineered 
and games like Custer’s Revenge could 
be made and released, the /” 
vaiting was on the well. 

And publishers unwisely 

made bad games and/or 

too many copies of their 
games. And the retail 

channel unwisely put bad 

games and/or too many 
games on the shelves. 

Imay be wrong though 

~ maybe it isn't common 

knowledge. 


Do you think Western 
Technologies would have 
developed aVectrex2, 
or Vectrex Colour, had the market not 
collapsed? Were there any plans for a 
follow-up system? 

The prototype of the colour Vectrex is 
shown every year at the Classic Gaming 
Expo, so yes there were plans. 


How did the market collapse affect 
you personally and professionally? 
fell back on my previous vocation before 
being a game designer: model maker. I 
built models of toys, and designed non- 
electronic board games, until Atari's Mike 
Katz hired me to workin videogames 
‘again in 1986, but not as a designer. It 
wasn't until 1993 that, as a producer, I 
was able to design some new versions of 
Shanghai, Activision had no idea was a 
designer until I went ahead and designed 
stuff they wanted me to produce. 


At the time, did you think the market 
collapse signified the end of 


1m Despite its unique design 
cand excellent games, 


videogames, or did you know that the 
market would recover? 

Ilmew videogames werent dead. The 
genie had been let out of the bottle, 

you see. People had leamed that it was 
possible to interact with their TVs. There's 
no way the future would not include 
interactive television after that. 


Do you think the effects of the crash 
changed the industry and its approach 
to game development once the market 
began to recover? 
But no, I refuse to say the approach to 
videogame development changed. It 
didnt. It was the platform holders and 
the retail channels that 
changed the most. 


Is there anything that 


Nintendo’ were embedded into the code, 
cand it would have been trademark 
infringement to put that into the code 
without a licence. All the platform holders 
since then have exerted control over 

not only which games may be made 

{or their platforms, but also how many 
games could be made. And the retail 
channel leamed not to permit a glut 

of videogames, especially bad ones, 

in their stores. Publishers have to be 
selective about what games they make, 
cand they have to fight to get shelf space 
once they're made. So whatever lessons 
the industry needs to leam from the crash 
were leamed long ago, and we still see 
its effects today. 


| | | 
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dominion, The Japanese consumer had always 

preferred local products, while Europe had 
other entertainment avenues to explore. All the while, 
a more sedate, civilised price war had been raging 
over home computing, and consumers weren't as 
disenchanted with electronic entertainment as they 
might have appeared. The ‘kid's toy’ visage that 
videogames had did nothing to promote their appeal 
with parents. Home computers, however, promised a 
potential for education that scored serious brownie 
points with parents. 

The disappearance of consoles and cartridges 
was a huge opportunity for the likes of Commodore, 
Sinclair, Apple, and Amstrad. The spiralling quality 
of videogames indirectly encouraged computer users 
to start making their own entertainment, as Baer 
remembers: “Serious game players were certainly 
among the early adopters of Apples, Commodores, 
and so forth because it gave them the chance to 
design their own games, But I think if there had 
never been such a thing as a videogame when these 
computers came along in the mid-Eighties, then a 
game industry would have developed based on them 
anyhow. On the other hand, Steve [Wozniak] said 
that he ‘owed’ me for inventing videogames, because 
that was the inspiration for him to design and build 
@ personal computer that could play games,” he 
recalls with a laugh. 

The void left by the market collapse opened the 
door for home computer manufacturers to build 
the kind of global install base that would attract 
game developers to switch sides. Activision is the 
perfect example of such a survivor, as it skilfully 
weathered the market collapse by developing for 
home computers instead. But that wasn't the only 
shockwave felt by the financial implosion. The 
widespread American retreat irom the industry went 


almost untelt in Japan, where the cultural barrier had 
prevented all but a couple of international success 
stories. The digital economy shifted overseas, and 


the continued development of videogames meant 
that the Rising Sun gained an advantage that's still 
evident today. 


met the marketing manager for 
at a CES show,” says Baer, recalling the moment 


when Japan first attempted to resurrect the global 
videogame industry. “I saw the early NES and talked 
to him, That immediately told me that they had 
something going for them. The NES machine 
wasn't bom because of the market 


ash, 
but despite it, Folks at Nintendo had vision 
and guts. They came up with a superior 
game machine and outstanding games. That 
changed the atmosphere overnight 
The Nintendo Famicom had 
phenomenal success in Japan, but the US 
amusement industry refused, point-blank, to 
entertain the notion of more videogames. It was only 
thanks to a cleverly camouflaged marketing ploy that 
the NES managed to spark American interest. 
By position’ behind two 


known 


the console rather 


superfluous peripherals, ROB The Robot and the 
Zapper, Nintendo managed to promote the system 
as a toy, rather than a console. It went a step further 
for the 1985 Christmas period by olfering a sale-or- 


return policy to the stores, essentially shouldering 
ail the risks involved in attempting to reintroduce 
videogames to the American consumer. 

And while Nintendo broke into America, Sega 
poured its attention on the neglected European 
markets, reminding computer users that cor 
could be fun, too. By the time the global videogame 


les 
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GAMES ARE NOW AN 
ESTABLISHED PART OF 
HOW PEOPLE SPEND 
THEIR SPARE TIME 


‘THE SURVIVORS: 


NO ONE CAME out of 
the 1983 crash a winner, 
but some consoles and | 


Intellivision had sold over 
2 million units. The 


from game sales into the 


alternate, fledgling industry. 
Atari was sold and resold, 


companies weathered the sales to a standstill, but but the name endured, as did 
storm. Chief among them the quality of games saw the main culprit of the crash: 
is the Mattel Intellivision, | most players through till the VCS - now known as 
which enjoyed over adecade | development began again. | 2600. Rebranding brought the 
of game support betore Activision switched system in line with the fallow 
being decommissioned to developing for home up 5200 and 7800, though 


in 1991. By 1982, when | 
the market hit its peak, 


neither achieved the sales 
the original enjoyed. 


computers, pouring a 
huge portion of its profits 


1 The Mattel Intellivision survived 
the crash in style, and saw continued 


support until 1991 - an impressive 
Mespan of 12 years. 


a cautious 
This time, 


ised for 


and vc 
ved a harsh pupatior 
lessons have been learned, but were 
urvival rather than reticence? For 


appears stable 
sheer weight of gold 


1 Even Quaker Oats jumped on the 


toward each and every prodi 
understands the trends gui 
ard-ean 
is 


Ralph Baer still 
the market, and 
n to an industry 


. multuous history. 
‘Videogames are an established part of how peo} 
spend their spare time, “and they're no 
disappear than the movies - even i 
there are a lot of lousy products in both areas. But the 


le 


note: 


new genres so 
that people of different inclinations, ages, genders, 


1 Caters Breage pine exp 
cmd physical capclities will become and hea somes ht oper ot 
remain players.” ‘consumer. They were wrong. 
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TEENAGE MUTANT NINJA TURTLES IV: 
TURTLES IN TIME SNES [Konami] 1992 


8 Though the arcade version of Turtles In Time was already a brilliantly made scrolling beat-em-up, Konami's SNES 
conversion pulled out all the stops to deliver an even better experience complete with new levels, challenges 

yes, bosses. Though the addition of Rat King was bound to please hardcore TMNT fans, i's the revamped 

Shredder fight that impressed gamers the most. Making imaginative use of SNES's sprite-scaling abilities, 

it challenged you to beat the iconic baddie by hurling foot soldiers over your shoulder and into the screen 

behind which Shredder was situated, seemingly safe from harm. Such inspired game design is rare 

in the beat“em-up genre and we're hoping that the forthcoming Live Arcade incorporates the fight 

rather than following the template of the coin-op. 


BEHIND THE SCENES 


How a young man named Simon created 
a wizard by the same name and went 


on to challenge the appeal of a mighty 
pirate named Guybrush 


(Whiter, Designer) 
Mike Woodrotte 
(Producer, Programmer) 


We miss the days when your choice of respos 
‘was always funny, anny, funny of funny, 


ny real 
any at 4 


‘Alan Bridgman 
(Producer, Programmer) 
Paul Drummond 

(Lead Artist) 
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wizards. Know where I 


hI can’t eat that. 
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(wa 


4 Simon The Sorcerers the 

thatched cottage of games. 

It exudes an Engl 

that is all too rare, not least 
> the voice talent of 


Iplayed Simon The Sorcer 
I yorking for Rank X 

and was home with a terrible 
cold. I'd mail ordered it a 


much to my joy it arrived 

in the post that morning. A 

fantastic game, it was bright, 
ful, challenging and 


and pains a 
whole lot more bearable. 


Posted by: 


ways felt 
bad having to escape from 
‘Swampling and his Mud Stew. 


Posted by: 

4 Loved the fact that Chris 

Barrie did the voice work. It 

‘was the first example of a 
lebrity voice in game I 

can think of 


played it to death ~ mainly 
because it was about the only 
game I had and the graphics 
‘were good. It inspired me to 
try stuff like Grim Fandango 
and Monkey Island. 


Posted by: 


jenius. Most memorable had 
be the woodworm, arguing 
what kind of wood they want, 
before all agreeing in unison. 


Posted by: 
SERTYBOTTYBITER | 


4 Love a bit of balsa. 
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I was watching a lot of Blackadder, Red 


Dwarf and Tt 


Indeed, any 


“Puzzle design and creating the scripts were 
the major challenges for me”, says Woodroffe 
"I refined scripts continuously as I was creating 
them. I wouldn't leave on encounter until all the 
scripis were as close to perfect as possible — you'd 
ve thought that would make it a pretty fast proc: 
but I found I was able to writ 


effectively around two 


days a week with the other three spent trying to 
id inspiration for the next week's encounters.” 
And when it was time to integrate puzzles into the 
scenarios, the team struggled even more. “The 
first Simon The Sorcerer was done backwards. 


The puzzles were merged into the world that was 
created to be a fairytale environment. The 
world wasn't created for the puzzles but for 
the characters, and the characters weren't 
created for the story, the story was wrapped 


around the characters we liked, They were 
created because we liked them. Essentially 
we had a lot of interesting character 
designs and a fairytale world, and we had 
to wrap puzzles and scripts around them to 


fit. Later on in the game, I think it was more 


fi 


planned first and then cre 


sted to some 
kind of spec — and certainly the sequel was 
created in this way.” 


> difficulties, the team at 
AdventureSoft were able to overcome the 
awkward flow of design and produc 
game that looked, sounded and played 
as anything the more experienced and 
ler-funded studios in the States were able to 
Woodroffe believe 


just as wel 


jp. The reason for this 
ely due to the team's comparatively diminutive 

‘Our team was small," he concedes, "they 
ail had multiple jobs on the project, but they were 


very focused and very talent 


led individuals, who 
and passion for what 
were doing. A team like that can cut ar lot 
junication corners and rework. It's the 
nciple behind the strike-team 


shared a common vision 


Simon The Sorcerer, 
or now, would 


engine had becor 
for adventure deli 


different. AdventureSoft didn’t have SCUMM, 
of course, but it did have AGOS, an 
by AberMUD V creator Alan Cox, for HorrorSoft’s 
first adventures and iterated on for each ack 


release. It wasn 
‘consume’ and 


some 
showed 


worked, nonetheless, and all 


Woodroffes to concentrate on the 
ly difficult 
and humour. 
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individual features: very small teams, focuse 
a clear shared goal and providin 
enthusiasm for each other.” 

Perhaps indicative of the transitional time in 
which Simon The Sorcerer was produced, the small 
development team is almost outnumbered by the cas! 
of voice actors. With the rise of CD-ROM in the earl 


support and 


Nineties, LucasArts and Sierra had experimented 
with ‘talkie’ soundtracks, and AdventureSoft was 
well placed to do the same, eventually releasing 
PC CD-ROM and Amiga CD32 versions of Sim 
with full speech that perfectly complemented the 


humour. "We had no hesitation about doing talkie, 
reveals Woodroffe. “It was ‘the next big thing’ to 
have voices in videogames and it helped propel 
Simon to another level of popularity... I was at all 
the recording sessions,” he continues, "I absolutely 
loved doing them. I'd written every line of every 
conversation, and hearing it all being played out live 
was a great feeling. I'd heard them in my head over 
and over while I was writing them and I knew how 
each word should be inflected. Fortunately we had 
a good director who was able to tran: 
something that actors could actually use.” 


late me into 


THE VOICE ACTING throughout Simon Th 
Sorcerers consistently high quality, but the highlight 
is most definitely the inclusion of British television 
actor Chris Barrie as the voice of the hero. “I had 
written the role with Chris Barrie's voice in my mind, 
Woodroffe. “It was an easy choice to try and 
see if he was available to actually play the character. 


tly, I never suspected he would be interested, 
that mamy of the other member 
of the cast weren't ‘professional’ actors, 
but he came and did it perfectly. He was 
a true pro from start to finish. Once he 


was in character, he'd flow through the 
script really fast, even helping out with a 
few of the side characters as he's a great 
impressionist as well.” 

When Simon The Sorcerer was 
released in the UK, it immediately 
grabbed the atlention of the specialist 
press, most praising the quality of humour as well 
as the way in which AdventureSoit had managed to 
make a game that stood to comparison with the best 
American examples. This was still a few years before 
Revolution Software rose to fame with Beneath A 
Steel Sky and Broken Sword, leading many to hail 


+ 


Writer/Desioner 


ureSoft as the UK's an 
e Simon serie: 
wides; 


Island et al, but ii 
Europe to justi 
It we 


several 


clues. 


house with a separate number,” reveals 
Woodroffe. "We all worke 
th the art team hi 


pretty much, though 


@ room over a shop 
‘Hi 


rother, 


qrlong time actua 


even when we did have an 
much larger. It's true th 


's alk 


once a week ar 
questions abot 
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to LucasArts. 
2x quite ach 
ead popularity as M 
ful 
and spin-offs. 


the phones on th 
IF peak to the F 
directly whenever anyone phoned for 


Line’ was something that me, Mike, 
me of the testers, who 
were friends anyway, would take it in 
turns to do. That tradition carried on for 
ly. The helpline was open for years, 
fice and the team was 
at I would be doing it about 
ue that I would ask people 


SIMON THE SORCERER 


‘We guess this s as close to a boss battle 
fas youl ever find in a point-and-click adventure, 


nkey 


ough within 


that made 


yers 


ne in Mike's 


from home 


Newcastle. TI 


ith the game. 


a solidly 
constructed 
adventure 
with plenty 
of good, well 
thought-out 
puzzles and 

uite simply 
the funniest 
jokes ever to 
appear on an 
Amiga. If you 
fancy a laugh, 
there isn't any 
competition 
to this brilliant 
game 


‘Simon The Sorceree Shad to be scrapped 
Bil cn remade in 3D in an unrealisite amount 
‘of time, The results were predictably poor. 


been really helpful. Can I have 
your name so I can write to the 
company?’ so I'd tell them and they'd be 
pretty surprised. We did have a few that 
thought I was Simon the Sorcerer. They 
were kind of fun to talk to.” 
With such a reliable fan base installed, 
Simon The Sorcerer inevitably became a 


BY THE TIME SIMON II 
WAS DEVELOPED, THE 
TEAM HAD NEARLY 
DOUBLED IN SIZE 


franchise and a number of sequels were 
developed. The second followed on directly from 
the first, and aside from the fact that it lacked 
Chris Barrie's voice acting, it's still considered the 
better game thanks to tighter design work and 
several changes made in response to criticism 
made through the AdventureSoit hint line. However, 
Woodrotie does feel that the sequel lacks some of 
the charm and personal touch of the original 


“THERE WAS LESS room for creativity 
around the team and I think the game suffered 


it less appealing. By the time Simon II was 
being developed, the team had nearly 
doubled in size, making it much harder J 
to keep everyone focused. I actually 

remember having work re-done for the f 
first time as it didn't fit exactly what 
was asked for.” It's also around this f 
time that AdventureSoft moved to one 


for it. It was more consistent, but that made a 


central office, which made working 


pretty weird, 
Woodroffe. ” 
there was an actual 
office it became 
7 a harder thing to 
= 
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manage, There were times when it would get 
a little dysfunctional. I's generally been much 
easier working for someone else since.” 

From there, things got progressively more difficult 
for AdventureSoft. Mike and Simon effectively 
closed down the company in 1998 and re-opened 
as Headiirst Productions, with an eye on branching 
‘out beyond the point-and-click genre. A third Simon 
adventure had been planned under AdventureSoft 
but hit several delays, and when it eventually 
materialised as a Headfirst game it was a 
disappointing 3D production that had clearly 
been rushed. Woodroffe explains: "The third 
game was done in 2D before it became 3D. It 
wasn't the same game. 

It was completely different in every 
way. The whole story, characters, script, 
everything was redone for the transition 10 

3D. We needed, I think, about a hundred 
grand to finish the 2D Simon 3, but no 
one would give it to us. We were told 
repeatedly that 2D was dead and that 
nothing would sell in 2D 
Eventually someone was prepared to throw 
a lot more down for us to redo it in 3D. We 
really fucked that up of course, especially me, 
but the team wasn't ready for it, we didn't have 
any experience in 3D at all and we suddenly 


scratch. That, coupled 
built most of it once, « 
several original peop! 


Headfirst Productions continued 


mostly thanks to five trouble 


Call Of Cthulhu go 
sold t 
Entertain 


Simon The Sorcerer 


German market, while 


on design, but the results were below the 


of 


discussing the 2007 release. 


LVER STYLE IS 


Simon The Sorcerer game, 
r now that the property 


survival, but it 


never reclai 


missed its chance 
Monkey I 
think the 


when asket 


remembered as its 
who liked it then still 


t's not something that 


2 Simon The Sorcerer ri 


nt in Germany. Sil 


Chaos Happen: 


onsulted 
tandard 
into 


series and Woodrotte 


the popularity it 


Broken 
humour didn't age too well,” says Woodrof 


why the 1993 origi 


ontemporaries. "At least peop! 


ll be plenty 


eager to plunder the 


What happened next? 


From Simon The Sorcerer to The Wheelman. 


f@ AFTER THE RELEAS 
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SIMON THE SORCERER 


Ot ail the sequels, only Simon The Sorcerer I: The Lion, 
The Wizard, And The Wardrabe comes anywhere necr the 


ly in the 


s | 


0 offe 


joying 
of ne 


a7 


STARWING SNES [Nintendo] 1993 


AS MODERN technology grows evermore advanced, it's not just the old pixelated 2D 
games that provoke pangs of nostalgia. The first few attempts at 3D games now also 
look primitive enough to evoke memories of a bygone age. With their flat, shaded 
polygons; limited textures; and simple, angular geometric shapes, games like 
‘Starwing look almost nothing like their modern-day equivalents 

Though its sequel, Lylat Wars, superseded Starwing in every 
way, it's the blocky Legoland looks and garbled alien voices that see us 
occasionally choosing the 16-bit game over its 64-bit sequel. Now if 
Nintendo would only upload the game onto Virtual Console we could 


get our nostalgia fix without having to resort to neforious means. 
© Imagine Pt 


PROFILE 


Name: 

Hiroshi Fujioka 
1 Born: 

19 February 1946 

Height: 6ft 

Weight: 160lbs 


LICENCES 


Scuba-diving licence, radio 
ham licence, shooting licence, 
professional cook's licence, 
cruiser and powerboat 
licences, private pilot licence. 
Fujioka is also a member of the 
Screen Actors’ Guild. 


MAIN TV 
APPEARANCES 


HIROSHI FUJIOKA IS a burly 


Sonic Rwas broad 
made his first appearan AFTER ACCEPTING THE pror 


was to command f . at oe 2 k abou 107) Kamen Rider ~ played a 

He alo performed in 16 rare es eter h F< 5 crime-fighting superhero 
which ran on local Japanese stati athe toni Gin Cbnkstia bask ericeort Bass called Takeshi Hongo 

1997 and 1999, some of whick t 1002 Futari No Musashi - took on 
prociolion of epeclic the role of famous master 


n while swordsman Musashi 
phan” MY FATHER SAW enna 
TO IT THAT I WAS Teornst Sen Same 
TRAINED TO USE A Bienes Sater 
JAPANESE SWORD detective drama 
MAIN FILM 
S iceocaeh Hoon i nincte Ge -_— = ra APPEARANCES 


umn. Those of you who like : xt one le 1004. Sword Kill - an American 
nes may be painful, but , the role to influence y film that won the Hero 
are precisa That z Papas at seit cnt fy ack Award at Tokyo's 
Gai Geis 5 : ; : irae International Fantastic Film 
2 Festival in 1986 
In The Line Of Duty, Part 3 
- a Hong Kong action flick 
K2- an American movie 
EVEN AWAY FROM featuring a mountnin- 
kar fox 1 8 . narios ¢ climbing theme 
About Love, Tokyo — 
a Japanese film that 
received awards in Japan, 
France, and Germany 
Shogun Cop - an American 
martial arts crossover movie 


other 


message to be heard 
from the winter 


it school an 


Arun down of Sanshiro’s most entertaining ing appearances 
in TV commercials for Saturn games. Osu! 


Broadcast: 
16 February 1998 


Broadcast: 
30 January 1998 


Broadcast: 
25 December 1997 


Broadcast: 
12 January 1998 


‘Alady has passed 
out from inhaling the 


Her younger sister 
is at her side and is 


telling her to stay 
7. Who could 
possibly help her? 


Segata Sanshiro 
bursts onto the scone 

‘and doesn't hesitate to 
perform mouth-to-mouth. 


He even finds 
{time to speak to the 
viewers: “Lifesaving.” 


footage rolls before the 
game splash appears... 


the protestations of her 
younger sister. 
What a hero. 


‘This early ad is set 
at dusk near a temple. 
Sanshiro makes an 

entrance with a giant 
Saturn and controller. 


¥ 


| ERR pee cee) Ss ccs 


VOX POPS 


“The theme song had great impact, 
and because Hiroshi Fujioka - who 
is really famous — was behind it, 
the Sanshiro character had great 
impact as well” 

“I think Hiroshi Fujioka is a very 
funny guy. He has a comma in 
[the kanji characters of] his name. 
Segata Sanshiro was also a funny 
character, I think he made Sega 
Saturn very popular in Japan” 


“I liked the theme song. It was very 
catchy” 


Sometimes there was no clear 
connection to anything: one of the 
earliest Segaia Sanshiro appearances sees 
him beating up a group of "young pun 
“weren't focused”, before reminding then 
would be his wont, to "Play Sega Saturn’ 
ad then cuts to promotional footage of Sonic R. 
Fujioka has some fond memories of the 
production ofthese highly effe: 
“Running around a skating rink baref 
without using a stuntman, breaking ten 
tiles with my head, punching an extra: 
[Saturn] controller until my fist was bloody... I 
did all these things seriously, focused; I have really looked forward to si 


ommer 


ng memories of [performing those st 
I wanted to convey to the younger generation BY 1998, SEGATA Sar 
that hey do, if they make a serious 
effort, afterward they can enjoy this great sense 


pater 


popular and well-rec 


of exhilaration. But to do so, | felt that id 


10 charge into this experience myse 


in order 


to make the idea understood. The staff and 


cast, all of us were united and putting in great appropriate enoug 


effort. That's why on location, when we were 


filming the commercials 
ion. I think everyone could see 
eflected in our productions. 


.ere was «good level 


THE ADVERTS’ RECURRING 


theme song, Sega Saturn, Shiro, which 


ung throughout most ofthe teveision Wop a4 y i oF TOY ASENSE 


spots Sega produced, eventually 


became worthy of release asa CD AO) 


single (see The Theme Song boxout). 


Fujioka sang the Kamen F 
song, Let's Goll Rider Kick, 
of that seri 
s betwe 


’s, and rel 


1985, dabbling in love songs and pop, but hing worth doing, but I also felt 


this challenge was something While 
the ver s and 
had been sung by Ichiro Tomita, Fujioka 
determined to do h 
when a CD single was 


on used in ach 


ewhere 


‘own work in 
stake. "I was nervous 


6 


when recording [the Segata Sanshiro theme 
song],” Fujioka openly admits. "But even today 
Hove that song. If you listen to it, your blood wil 
begin to flow and you'll start to f 


Fujioka's More 
Race Exploits 


ourageou 


‘aggressive, but not as effective as it needs to be. 


 RESR 


odtnon y "P leaving the obviously Satumtied Segata 
The Theme Song Satu Sanshiro with just one last obligation: to go 

Hiroshi Fujiok are Son of | outwith’ bong by ushering in the Dreamcast 
d how he did it. Sanshiro leaped from 
the roof of Sega: HO to prevent the: company 
m being hit by an incoming missile, 
e inspirational Segata’ Sanshiro theme 
song blared away cnd Sega employees locked 
i ir office windows. 
(Went Jast sociifice in Sega ‘Soushiro’s quest! 


Sega’s Satur ot era. 


enjoyed [S 


building f 


yas the 


although Fujioka showed up in character at the 
Drean and looked alive and well 


I ENJOY SEGA'S 
GAMES - THEY PUT 
A MESSAGE OUT TO 


Sanshiro well 


is so 


loved 


Hiroshi Fujioka later provided the 
voice of Ryo 
ions of Shenn 


father in the Japanese 
and Shenmue I 


egata Sanshiro character had at 


been retired. He was brought back into 


mouth-to-mouth 
ioesn't seem too troubled by ommission for a one-off special programme 


them — by "| r t on Fiji TV at the end of 1999, but other than thatt 


omg 
building. 
Basebal 


appec 
f two classic Satum-game-packed years in 
Japan, Sanshiro had left a marketing legacy 
sad of using | that included books, T-shirts, action figun 


ance it was game over. In the space 


x ba 


d games, all are still 
by local Sega fans. 
Segata Sanshiro is as dead as 
put remains positive: “I'm not 


contracted [to Sega] at present, but if there's 


baseballs, CDs, 
g off 
and 


1 bat to slog 


som 


Ww project then I'd definitely like to 

pate. Ithink Segata Sanshiro still delivers 
good message even today, so a revival 
would be interesting. 


‘As wells starring n some prety funny advestisoments the Seat 
Sanchito character also made some popular public appearances 


a 
AS WELL as being the key promotional tool for Saturn wares in Japan, Hiroshi Fujioka’s Segata Sanshiro a 
character starred in an original Saturn game that preceded Segagaga as one of the few obviously self- i 
referential products released by a Japanese game company. rata Sanshiro Shinkenyugi is a collection of 
mini-games and bonus materials, all at least loosely bowel TV ad antics of Segata Sanshiro. Here's a 
breakdown of the ten mini-games you can expect to find if you track down a copy of this novel import: : 


‘Show The True Nature Of Your Dance” “Wait! I'll Definitely Rescue You” : 
__ Memorise the buttons/keys shown and then repeat the __ Asimple auto-scrolling fire-dodging platiorm run. The intro : 
sequence to make a crude Segata Sanshiro sprite ‘dance’. reveals that Segata Sanshiro can hear a pin drop from 3kmaway. 


ee al eda ! 
“Emergency Explosion. Come And Attack” “Who Really Am 1?” 
__ Grapple with a Bomberman-esque wrestler in a minefield. _ This is an oddly dull card game where you need to find a 
‘Ten detonations eam a victory. number of Sanshiro cards among a pack of 60. 


"Here You Are! This Is A Present From Me” “Run! My Burning Spirit” : 
_ Ride a'sleigh, dressed in a Santa Claus outfit, throwing sacks of __ Tap Aand C to make Segata Sanshiro run on ice (as per the : 
presents down chimneys without bumping into buildings or seagulls. Winter Heat advert) — preferably without his limbs freezing up. : 


“When You're In Trouble, Use Your Head” 
_ Smash a stack of roof tiles with Sanshiro's noggin. This game 
has simple meter controls and satisfyingly cranchy sound effects. 


“Secret Technique. This Is The Dragon King Power” “Crash Course. The Sea Is Also My Battlefield” 
_ Spot the tiny Segata Sanshiros flying across the screen on _ This is an underwater game of Columns, in which you have to 
dragonback, then input the correct number once your time is up. prevent an image of Segata Sanshiro from drowning. 
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‘Rirare special move saw Skeich momentarily 


Released during the advent of the 32-bit | gamer tosses mich hisow apes 
era, Sega's Comix Zone never really got the 


attention it deserved but gained a strong 


cult following in later years. Now games™ 
meets the designers behind the Mega 


Drive's most original brawler and ponders 


what could have happened had it been 


Peter Morawiec 


(Designer) 
Adrian Stephens 
(Programmer) 
HowardDrossin 
(Composer) 
Roger Hector 
(Producer) 


48 


made that little bit earlier 


THERE WAS NO DOUBT 
AFTER VIEWING IT THAT 
COMIX ZONE WAS A GAME 


wanted 
recalls Hec 
had created 


where the playe 


m 
Morawiec exp 


cor ideo. “ 
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ONE 


(Comis Zone Cleverly played with the comic 
book conceit, llowing you to tear the page 
cand find hidden items behind &. 


“The opening animation shows lead character - 5 =H 
eee Terie Cn Zoe 
as one of Sega's best and 
most innovative games 
Apart from the fact it had a 
really sharp premise and 
@ good combat engine, its 
comic cells format was really 
inventive and Sketch Turner 
was a great protagonist. 
never did manage to finish it 
though - it was bastard hard, 
and I could never beat the 
last level. Definitely overdue 
an HD remake. 


ISWOOPER D] 

Was a great game when 
released and the "trapped in 
comic" premise was more 
endearing than it possibly 
should have been. The script 
was good, the characters, 
memorable and the combat 
was tight. Even nice little 
ideas like sending your pet 
rat to throw switches seemed 
cool. Was a tiny game, only 
6 pages (levels) but was one 
of those games so perfectly 
formed the length didnt 
matter, particularly as it was 
so frilkin hard! Once, just 
once, | made it to the final 
boss and was completely 
«and utterly raped by him. 

11 year old me had never 
felt such violation. | tried 


bi 


weeAVD 17°S ONLY to a few times after that 
THE BEGINNING! but the pressure not to be 
4 completely prepared for the 
: final boss (full health, one of 
‘Skotchis litle drinky things, 


bomb and my, erm, rat) 
meant I never got to him 
again. 


IC 


MOTH 

I thought it looked 
amazing, in fact it still does, 
but I only got to play the first 
few screens before I was 
dead. Not literally dead. Im 
still here. 
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8 through ~ Asterix & Obelix, The Smurfs 
af cand 0 on. but it wasn't until I came 
to the US that I discovered all the comics 
and graphic novels catering to teens and 
beyond. Much of this was thanks to my Sega 
co-workers who were ardent comic book fans. 
The idea to make a comic book-themed game 
occurred to me while perusing the aisles of a 
Palo Alto comic book shop with those Sega 
buddies on a lunch break. I figured that by 
merging these two popular mediums we could 


I REMEMBER ASKING 
ROGER HECTOR IF IT 
HAD AT LEAST BROKEN 
EVEN, AND HE SAID 
‘NO! AS IF IT WERE A 
STUPID QUESTION 


create something very cool and unique. I then 
created an animated demo on my Amiga and 
pitched it to management. They gave it the thumbs up 
but it wasn't until after Sonic Spinball that we had an 
official go-ahead.” 

‘The original concept video for Comix Zone, as well 
as the hand-drawn level designs, reveals that the 
final game differed little from th 1 idea. Almost 
everything from those original designs is present in 
the game and works terrifically, making for one of 
the most fun and original beat-'em-ups on the Mega 
Drive. For those who haven't actually played Comix 
Zone, allow us to explain its genius. The player takes 
control of Sketch Tumer, an artist who has been 
transported into the pages of his own comic book 
by the super-villain he created. Within the physical 
confines of the comic itself Sketch must physically 
move through each panel and every page, fighting off 
his own creations and solving special puzzles as he 
goes. As well as demonstrating a fairly solid fighting 
system, Comix Zone really stood out for its inventive 
level design. Sketch could move through the comic's 
panels in a variety of ways, by leaping between the 
borders of each image, ripping through them 
or by dropping down to the one undemeath, 
which added a nor-linear element and a little 
replayability to the game. It was so well done 
that the player really felt as though they 
were trapped inside a comic book and literally 


150 


fighting their way through each page. An extra 
layer of depth was also added by being able to 


rip parts of the pages. Sketch was able to tear a 
piece of the page from the background and fold it into 
a paper plane to be thrown at the enemies while his 


pet rat, Roadkill, could sniff out and uncover hidden 
power-ups from behind pages. 
Roadkill could also be used to solve some puzzles 
as his small size allowed him to enter hard-to-reach 
itches. For most Comix Zoi 
players he became an essential part of the gameplay 
and an red feature in the game. For such an 
important element, however, nobody seems to know 
exactly n be credited with coming up with the 
idea. “To be ho don't remember exactly,” says 
Morawiec. “We were a closely knit core team and 
we would oftentimes brainstorm together. Sidekick 
fe pretty much a must back then, but I 
a sidekick who wouldn't get in the way 
of the main character. I think either Howard Drossin 
(the composer) or I came up with the rat idea, it fit 
ly and made for a fitting pet 
who was a tough grunge-rocker type 
" Regardless of who invented Roadkill 
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nan age with 
so many "me- 
oo" games. 
Comix Zone 
demands to be 
noticed with it's 
otally unique 
ook, feel and 
style. Although 
think I've seen 
his idea in a 
ew cartoons, 
his is the 

irst time in a 
video game 
and I'm quite 
impressed. 


If Comix Zone is a 


triumph of game design, 
then, it equally represents a 


masterclass in programming. > 


The coder at the helm of Comix ae 
Zone was Adrian Stephens, an <3 r 
STI newcomer who became aS 

good friends with Morawiec ee sa 
and even went on to found an Ask 
independent studio with him in Cee ta 
1996. "I had been recruited by PRN 


STI to work on Satu games 

because of my 3D experience, 

explains Stephens, "But when the 

Saturn was delayed, I needed 

to find another project to work 

on in the meantime, and Peter 

Morawiec had a great idea for 

a Genesis game that sounded like an interesting 
challenge. I performed all the programming of the 
game and tools and was also the director of the 
technology involved. Getting the game to fit in 2MB, 
and dynamically decompressing and paging in and 
out graphical elements while 
was a big challe: 


ge. We needed to be able to scroll 
across a large page of graphics that not only wouldn't 
fit in the VRAM all at once, but actually wouldn't all 
fit in RAM either, so ar lot of the processing pow 


was devoted to frantically decompressing data in 
the background. If you try to compr 
Genesis ROM image: 
shrink the leas! 


a bunch of 
ou'll find Comix Zom 
That's testament to how compr 
everything in it is already. We really managed 
@ lot into that 2MB. I was also quite f 
speech bubbles. Consol s were not 
really designed with things like proportional fonts and 
dynamically generated graphics in mind, b 
it to work.” 


d wit 


ike the 


we got 


What's also astounding about the use of memory 


Comix Zone, is the unusual number of sounds to be 
heard. The actual musical 
Howard Drossin in an appropriately gr 
with heavy guitars and drum: 


was 


hroughout. I 
the soundtrack was reworked for CD and re-r 


with real instruments, with Drossin himself playing 
the guitar, and a friend adding vocals to the original 
instrumental tracks. The CD was given away free with 
the original production run of the game. And for thase 
who heard i, it added a new layer of depth to 
itself, as hearing the chip music allowed 1 
form a much grander soundtra 


game 
player to 
in their own 


Tee onginal level deagns. Gndly supped by Deen 


Peter Morciec, clearly show how well panned 
‘each of the stages was. 
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based on the CD they had previo 


s 
unexpected side effect of 
unders! 
had originally aim 
as a videogame medium 
quickly di 
last games of its kind 

As i 
ne also pushed the Mega D: 
to their limit with a series 


ind exactly what kind o! 


for 


ppeared, m¢ 


ll a 


tually recorded by the 


lec voi 


robot, so I wanted a synth 
sot 


g voice. Howard v 


teasing me about my ac 


immortalise 


y voice 
recorded the phrase: 


filters to get th 


speak that way, trust me 
Despite it 


Comix Zone we 


technical achievements, however, 
far from a perfect game, Granted, 
was wholly original and cleverly constructed, but it 
extremely difficult. Very few of the enemies 
can be easily defeated without Sketch taking some 
damage ~ a situation made much worse by the fact 
that there are no extra lives and only one Continue, 
only awarded once on the second stage 
e on the third. “I wish we hadn't cranked 
up the difficulty at the last minute, which made it 
nearly impossible to finish, at the urging of the test 
department,” says Morawiec. Stephens adds: "We 
y comprehensive and complicated scripting 
for enemy Al that I'd probably do differently 
has always wanted more control over 
ke that than is probably good for him 
rally, it probably would have been better 

keeps things simpler and get the game out 
jooner than we did.” 


was 


and on: 


Having spent so long in development, 
ix Zone's biggest problem was that it 
hit retail so late on in the Mega Drive's life. 


he game debuted in the States in early 


I DEVELOPED A QUICK PITCH FOR A 3D- 
BASED COMIX ZONE, THERE WERE SOME 
ENQUIRIES FROM MARVEL AND A LOT 
OF INTEREST FROM JAPAN, BUT NOTHING 
EVER CAME OUT OF IT AS FAR AS I KNOW | @= 


1995 but didn't reach a global audience 
until October of the same year. By this 
point the PlayStation and S 
both been launched worldwide, 


n had 


ausing 
many gamers to abandon the old formats 
in favour of the newer and more exciting 


ee-dimensional graphics, which these 


newer consoles offered. Needless to say, 
did not sell particularly well. 
was a shame,” Stephens. "Our 
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Hector if it had at least broken even, and hi 
as if it were a stupid question, It also aff 
ability to move onto Saturn development ourselv 
and I think neither ST 
from that. Of course, the Saturn would have been a 
huge success if we had been unleashed upon it from 
e start,” he adds jokinaly. 

As we all know, sales figures are often co: 
unrelated to the quality of a game and in Comix Zone's 


nor the Saturn ever recovered 


case they are totally irrelevant. Over a decade after its 
initial release, the game Is still managing to buik 
up a strong cult following as an increasing number 
of Sega fans are now discovering the game for 
first time, The original cartridge can be 


found for around the £2 mark in most 
games shops while the game also tei 
to crop up on retro compilations qui 
often. Yojiro Ogawa, head of game design 
at Sonic Team, is also known to be a huge 


fan of Comix Zone and was personally 
responsible for including the game as 
a bonus in Sonic Mega Collection. The 
game has also made appearances on the 
Xbox Live Arcade, Mega Drive Collection 
and Wii's Virtual Console, as well as ports 
to Game Boy Advance and PC, making it one of the 
most re-released Mega Drive games in the history of 
Sega’s back catalogue. 

Comix Zone has never been more popular and the 
game is destined to become more than simply 
classic as it continues to receive the level of exposure 
it has enjoyed over the last couple of years: a fact the 
development team couldn't be more pleased about. “I 
think it’s still one of my better games and I constantly 
meet people who remember it fondly," says Morawi 
“It was pretty unique and we actually pulled it off, 
which wasn't all that easy on the Genesis. It was my 
first original game, which I was involved in A-to-Z, so 
it was very exhilarating for me to see the final product 
hit the shelves." 

"My children were interested in playing it a couple 
of weeks ago so we downloaded an emulator and 
found the ROMs online,” reveals Stephens. "I's very 
odd fo see something you created so long ago under 
such different circumstances. I think it all seemed 
a litle simple to them, just 2D, so they couldn't 


cult 


Designer, lead artist 
and voice actor 


understand why it took so long to make. And to be 
I, though I remember it all 


honest, 1 
very involved and complicated at the time. 
pired my son to 


e an animation of 


though. was focused on developing 
character , the potential for sequels 
was always considered and Comix Zone was no 


‘We began working on a Sonic-themed 
s Morawiec, 
led Sonic X- 


presumably referrin Ireme. 


‘I developed a qi 


including 
ich showed 
in 


mple storyboard, 
how the charact 


rm 


mic book panels in a 
imp jation. I seem to recall 
that there were some enquiries from 
t from Japan 
Zone games, 
yer came out of it as far 


Marvel and a lot of int 
to create licensed Comi 
but nothing e1 
as I know. 
With Sega Japan's o! 
the Comix Zone series, 
it seems possible that a 3D sequel 
may some day 
the question remains whet 
page-tuing mechar 


wious love for 


emerge, although 
e 


of the comic 


book world could even 
dimensions. Besides 
Morawiec and Stephens have long 
since left Sega so a brand new 
development team would have to 
be used. The reali mption 


nallenged gameplay. 

Special thanks go to Peter 
Morawiec for kindly taking the 
time to unearth all the arck 
material for this 
feature. 
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SOLID SNAKE 


THROUGHOUT THE EIGHTIES, the game industry was rife 
with the classic, pure mechanics of perfect gaming. If you 
could jump on a turtle, gobble up fruit, dodge a laser and throw 
punch, then all was well, Then Hideo Kojima was asked to create a 
game for the non-mainstream MSX home computer. Kojima has often 
stated how problematic this was. The MSX hardware was far from 
perfect, its capabilities severely below that of the home consoles of the 
time. This essentially meant that, for Kojima to create a groundbreaking 
game, he would need inspiration; a new angle of gameplay that would 
limit the number of sprites on screen and suit a non-scrollin: 


echanic 


so the MSX could run it. A passionate film buff — he originally intended 
to become a film director — Kojima was influenced by movie design 


from day one. The answer to the MSX riddle was found in the film The 
Great Escape as Kojima settled on the concept of escape. This, in turn, 
produced a problem: heroes don't run away. A fleeing lead character is 
far from popular. Therefore, the concept was turned on its head and the 
world witnessed the birth of its most popular stealth game. 

The revolutionary Metal Gear gameplay was just one of Kojima’s two 
main innovations, The second was storyline. Metal Gear had a maturity 
of storytelling far superior to the majority of its rivals at the time. In 
retrospect, the idea of a rookie agent of a black ops and espionage unit, 
briefed with the mission of disarming and destroying the bipedal, nuclear 
weapon Metal Gear, who comes to realise the founder of his unit is also 
the corrupt leader of the villainous army, seems highly clichéd. Compare 
it to stories of a plumber jumping on turtles, or a yellow face that eats 
blobs while avoiding slightly larger blobs, and suddenly it seems like a 
masterpiece. The influence is obvious. The Eighties was the golden age 
of action movies, with innumerable villains threatening humanity with 
nuclear warheads or killer robots. Even the cover art of Metal Gear is 


identical to a scene with Kyle Reese (Michael Biehn) from Terminator. 
Metal Gear may not be an epic, but it helped establish a sincerity of in- 
game plots, which paved the way for today's more fully realised stories. 


Snake is dropped into the battlefield 
for the very first time, along with three 


It wasn't just Solid Snake's image that was a direct reflection of 
Hollywood cinema at the time, his personality was also comparable 
to the movies. His determination to get the job done at all costs while 
unflinchingly sticking to his moral compass and beliefs was the epitome 
of the Eighties hero. Kojima capitalised on Snake's heroism at the start 
of Metal Gear with a key evocative tool: abandonment. On entry into 
Outer Heaven, Snake is dropped by a plane, along with three others 
who suddenly disappear, leaving Snake with nothing. He has 
no guns and not even a knife. This opening scene is the most 
important of all in the early series for two reasons: it places 
the emphasis entirely on Solid Snake himself as he has no 
tools and no help. It puts the player directly into Snake's 
shoes because he has no back story and there is nothing 
between the player and the character. 


lum FINALLY, THE ORIGINAL series was capped off with the sublime 
Metal Gear 2: Solid Snake, successfully completing the series’ riches-to- 
rags-to-riches tumaround. It was here that Kojima displayed his creative 
direction (for the original series) with the most clarity. Metal Gear 2 
‘amplified the filmic feel of the original with a greatly increased stable 
of characters and plot points. As Kojima himself has stated on more 
than one occasion, the lead cast of Metal Gear 2 were based on movie 
icons of the time, with Snake this time resembling the then blossoming 
Mel Gibson, alongside Sean Connery and Dolph Lundgren lookalikes 
Big Boss and George Kasler among others. The story was wonderfully 
interwoven with subtle (and often less subtle) plot points, such as the 
death of Natasha Marcova. Each character was also supported by a 
mature back story that, along with the overall story arc, made Metal 
Gear 2 prime example of the videogame as a storytelling medium 

Hideo Kojima has previously stated that a videogame's lead character 
is the most important element of its story, citing audience association 
ass the key to involving the player. Kojima has continually qualified this 
opinion. Solid Snake's lonesome mission, in which he starts with nothing 
and must equip himself with weapons and information along the way 
to overcome a fearsome enemy territory, is distinctly of the ‘lone hero 
fighting for humanity’ archetype. Both story and character are instantly 
associable. In 1987, the gaming world stepped directly into Snake's 
shoes with nothing more than a pack of cigarettes and a pair of bare 
fists. The world of Metal Gear has grown exponentially over the past 21 
years — not just with games, but also with comic books, action figures, 
novels, a film is rumoured for a 2009 release, and there's even a radio 
drama in Japan — but the direct link between Solid Snake and his fans 
has been maintained. Kojima emphatically achieved Snake's audience 
association with the original Metal Gear. Now, for Snake's twenty-first 
birthday, Solid Snake is set to rise to power with the gargantuan Metal 
4: Guns Of The Patriots. 
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SOLID SNAKE 


HE OUD 


BACK IN THE early days of videogame 
production, trivial matters like ‘intellectual 
property’ and ‘copyright’ didn't seem so important 
to game designers. So when movie buif Hideo 


METAL GEAR = 
was inevitable that he would base his characters 

THE RIP-OFFS [2222s 
few of the most obvious lookalikes... 


CONSIDERED BY MANY to 
be the 20th Century’s finest soldier, 
ss is the ‘father’ of... well, 


THE MAN THAT FOXHOUND, Outer 

sieeis to introdaan Heaven, Zanzibar Land, ever 
nake's imagery Snoke, lo project Les Enfants 

for the original Metal Terribles (another movie reference 


Gear was based on 
Michael Biehn's Kyle 
Reese in Terminator, 

to the extent that the 
cover art for Metal Gear 
shows him standing 

in the exact same 
position as Reese in 

a Terminator scene. 
Snake was described as 
a ‘martial arts expert’ 
in Snake's Revenge, 
where he appears very 
muscular, somewhat 
like any number of 
Arnold Schwarzenegger 
characters, but most 
notably Dutch in 
Predator. In Metal 
Gear 2: Solid Snake, he 
looks remarkably like 
Mel Gibson. 


for those counting). He shares both 
his underlying character, story and 
nm Coninaty’s Marko 
Ramus in The Hunt For Red October 


AMERICAN 
ROY FREELANCE JOURNALIST 
CAMPBELL WAS Holly White won a Pulitzer 


Prize for her report o: 
Aighanistan, 


the executive 
officer and Solid 
Snake's superior 
during Operation: 
Intrude F014. He is 
also one of Snake's 
best friends. Roy 
Campbell was 
based on Richard 
Crenna's Samuel 
Trautman from the 
Rambo movies. 


for documentary Unknown 
Bloodstream. She is also 


+ Depeche Vogue 
The attractive, 


thousands of movies (April 
ONeil from Turtles among 
legions of others) and her 
image is somewhat akin 
to the time's screen queen 
Christina Applegate. 


156 


No unaut 


DR DRAGO 
PETTROVICH MADNAR 


88 FAMILIAR TO ALL as a good scientist turned 
mad, Dr Drago Pettrovich Madnar created the Metal 
Gear TX-55 prototype. Despite being captured, 
along with his daughter, in Metal Gear, Madnar 
returned voluntarily to Outer Heaven to oversee the 
development of Metal Gear D. His image is so iconic 
it needs no explanation... he’s Einstein. 


NATASHA MARCOVA 


MN NATASHA 
MARCOVA 
(SUBSEQUENTLY Gustava 
Heffner) was a member 
of the Czech State Police, 
responsible for the 
protection of Dr Kio Marv 
during the Zanzibar Land 
incident. Their plane was 
hijacked by Zanzibar 
Land soldiers, but she 
managed to escape, 
disguised as a Zanzibar 
soldier. Her former lover, 
Gray Fox, killed her with a missile while she was 
with Solid Snake. Her relationship with Gray Fox 
echoes that of a relationship in the JC Pollock novel 
Crossfire. Natasha also resembles Forties screen 
siren Gloria Grahame. 
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mm YOZEF NORDEN 
ENAM MED Johan Jacobsen 


species. He was near 
Zanzibar Land at the time of 
Operation: Ir 
helped Snake to deal wi 

appearance is 
lar to Danny DeVito. 


mmm A MEMBER 
OF FOXHOUND 
during Operation: 
Intrude F014, Kasler 
is a mercenary with 
intel on everyone. 
FOXHOUND hired 
him as an arms 
advisor during the 
Zanzibar Land 
conflict and told Solid 
Snake about Gray 
Fox during their showdown at the end of 
Metal Gear: Solid Snake. He resembles 
Dolph Lundgren. 


GRAY FOX 


8 FOXHOUND 


was the only 
agent to achieve 

the FOX codename, 
FOXHOUND's top 
commemoration, 
Gray Fox was Solid 
Snake's close friend 
after Operation: 
Intrude N313, but 
loyalty to his father, 
Big Boss, saw them 
conflict at the end of 
Metal Gear 2: Solid Snake. His character and design 
are reflected in Tom Berenger's Sgt Bob Barnes in 

‘oon. Gray Fox shares his first name with Crossfire’s 
protagonist Frank Kessler 
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Among the millions of popular second-hand 
consoles lie some true collectors’ treasures — 
machines so rare you may not have heard of them 


YOU MUST have heard of those collectors 
Im Who try to acquire every official release for 
the console of their choice. Personally, we 


think they're a little crazy. Why waste all that time / 


and money trying to get every single Dreamcast 


game, for example, when many of them aren't even | 


worth playing? We'll never understand it. 


There are some game machines, however, that i 
make the ‘complete collection’ both a realistic | 
goal and something worth doing. These are the | 
machines that lived such short lifespans that only a | 
handful of games were ever released for them. And | 


| because they were so shortlived they're usually 


quite intriguing machines that did something 
different from the mainstream and are therefore of 
historical interest too, 

With that in mind, read on as we detail some of 
the more noteworthy consoles and computers that 
fall into this category. None of the machines listed 
here were ever granted more than 30 commercial 
games, making them a viable option for collectors 
and a fascinating talking point. Many are quite 
difficult to track down these days, but that's all part 
of the fun, isn't it? 
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LONG BEFORE Nintendo restyled itself as every 

young girl and grandma's favourite purveyor of 

videogames, Casio tried the same thing, albeit with 
amuch more cynical approach. Aimed at the female end 
of the market, the Casio Loopy hosted a small number of 
games, which fell mostly into the bracket of dating sims, 
dress-up games, and painting software. In addition, a number 
of interesting accessories were released, including a built-in 
printer and capture-card that allowed you to make stickers 
using images from a VCR or TV set. 


CASIO LOOP’ 


‘Year of Production: | Rather short-sightedly, the Loopy only featured one 
Number of games released: |] controller port, which must have seriously diminished its 
Expect to pay: appeal, especially considering the intended audience 
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IF THERE'S one 

console that wins 

the prize for the 
least number of games ever 
released then Panasonic's 
M2 is the undisputed winner 
— although it's probably 
cheating to include it, as this 
follow-up to the 3D0 was 
never officially released. 

Finished to a near final 
state, several prototypes of the 
M2 were produced in Japan 
and America and have leaked 
cout into the public domain. 
Though no games are known 
to exist, there is a possibility 
that some unfinished betas 
are out there, especially as 
Warp's Dreamcast title D2 was 
originally designed for the M2. 
Although the console never 

saw aretail release, the 
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Year of Production: 
Number of games released: () 
Expect to pay: 
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finished hardware has been 
used throughout the industry. 
Many hardware units made 
it into Japanese vending 
machines and ATMs, while the 
consoles relatively high power 
also eared it a place in some 
kitchen showrooms, running 
kitchen design software. In 
addition, the hardware was 
used in a small number of 
Konami arcade titles the only 
games to ever really benefit 
from the power of the semi- 
legendary game console. 
Curiously, the hardware 
shot we're featuring was 
provided by Stephen Flynn 
who was lucky enough to find 
the prototype at a flea market 
in North Carolina, He has not 
yet revealed exactly how much 
he paid for the console. 
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never really had a chance. 
Atari promised this expansion as soon 
as the Jaguar was launched, but it 


took three years to get the project off 

the ground and by that time the final 

Atari console was all but dead. Only a 

handful of games were ever officially 

released, though the CD format has iF ro-occ- 4 a 
ensured that both homebrew and | 

semi-retail games have continued to | 


be produced to this day. 
‘The CD unit came bundled with two | a | br 


games, Blue Lightning and Vid Grid, “3 | 
as well as the soundtrack to Tempest | 
2000, so expect to pick these up more 
enaly than any other Jag CD release. 4 
Despite looking like a toilet seat, 
the Jaguar CD is perhaps best known 
for the Virtual Light Machine that | 
was built into the unit. This software, 
written by leff Minter, was designed — | 
to display hypnotic imagery in time to = 
CD music ~ much like the software he 


$ 
- 


Year of Production: 1985 
Number of games released: 2 
Expect to pay: around £1,000 


ENVISIONED AND 
designed by creator 

of Dragon's Lair Rick 
Dyer, the Halcyon Interactive 
Laser Disc System was intended 
to allow laser disc games to be 
played at home. Such titles were 
all the rage in the arcades of the 
early-Eighties, and a console 
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home was considered the Holy 
Grail of videogames. 

The powerful console could 
handle the complex requirements 
of FMV games, it also had 
advanced features like speech 
synthesis and voice recognition, it 
was way ahead of its time. 

The $2,500 price tag prevented 
the machine from succeeding and 
only two - admittedly excellent — 
games were ever released before 
the Halcyon disappeared for 
good. The tragedy is that it would 
be decades before an arcade- 
perfect Dragon's Lair could be 
played at home. 
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Engine 2, NEC's SuperGrafX was, for reasons unknown, rushed to 
SEE completion and released early as an enhanced version of the 8-bit PC- 
Engine. Enhancements over the basic PC-Engine included four times the amount 
of RAM, an extra video chip, and the ability to display two independently scrolling 
backgrounds at once, making the console favourably comparable to Mega Drive. 
Sadly, the console was not well supported by developers and only a handful 
of titles were ever produced. The machine has proved popular with collectors, 
however, as it is fully backward compatible with PC-Engine's 700+ g 
the seven SuperGrafX titles are all quite good. 
Collectors should also be aware that a flight yoke accessory by the name 
of Power Console was produced to prototype stage but never officially 
manufactured. Anyone lucky enough to locate those prototypes potentially stands 
to make quite a bit of money. 


STANDOUT TITLES: 


Ye 
a 


and 


I 
I 
| 
| 
I 
@ ALTHOUGH ORIGINALLY designed to be a 16-bit console named PC- | 
| 
I 
I 
I 
| 


iy 


% 22 


| 
| 
| 
I 
I 
I 
I 
I 
| 
I 
I 
| 
L 


160 © Imagine Publishing Ltd 
No unauthorised copying or distribution 


4 


Year of Production: 1972 
Number of games released: 23 
Expect to pay: £10 


THOUGH RELATIVELY 
unheard of, Odyssey 

was the world's first 
programmable console, 
designed by Ralph Baer in 1968. 

‘The Odyssey's games came on 
removable circuit cards, similar 
to cartridges but without any on- 
board components, Instead, the 
cards used different organisations 
of jumpers and signal generators 
to command the console to ran 
a desired type of gameplay. Due 
to the basic technology of these 
cards, graphical presentation and 
gameplay logic were incredibly 
primitive. The workaround for this 
involved plastic overlays that added 
much-needed graphical detail, 
while many of the games also came 
with a set of dice and counters, 
which were especially useful for 
running multiplayer games. 

With such ‘extras’, Magnavox 
Odyssey can barely be considered 
a digital games console in the 
traditional sense. Nevertheless, 
it remains an important piece of 
gaming history and a fun machine 
to collect for. Although locating all 
the games with their paraphernalia 
intact can be quite a challenge, the 


ES ES fj eae eect 


gaaa! 
ogo oat | 


@ 


STANDOUT TITLES: 


\.& 


ay | 


. | 
w 2 


@ Interplanetary Voyage 


I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
l 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
| 


Year of Production: 1990 
Number of games released: 30) 
Expect to pay: £30 


STANDOUT TITLES: 


‘THE LAST of the MSX 
line of Japanese micros, 
a the Turbo R was a super- 
powerful version of the machine, 
designed with multimedia 
capabilities as a priority. Although 
capable of much more than most 
comparable systems, the Turbo R 
failed in the face of aggressive 
competition from both the IBM 
PC and Amiga. Whereas up to 
a hundred manufacturers had 
produced their own version of the 
MSX1, only Panasonic bothered this 
time around. 

To say that only 30 games were 
produced is an exaggeration as 
six of them were really just MSX2 
games that looked marginally better 
when played on a Turbo R. There 
are also some great homebrew 
games, particularly FNano 2, a 
technically ambitious F-Zero clone. 
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Hangman 


1 ONE OF the earliest American game consoles, the Fairchild 
28 Channel F was, at one point, a serious contender to the Atari 
2600. However, a lack of recognisable arcade conversions 
prevented the machine from ever breaking the mass-market. 

The 26 available cartridges usually included more than one game 
inside, most of which were very simple in nature. Board games, card 
games, and sports were prevalent, though a number of basic shoot- 
‘em-ups were also available 

The controllers are arguably the most interesting part of the 
Channel F's design. Functioning as both joysticks and paddles, they 
could handle most game types of the day without the need to use an 
extra accessory. They effectively featured two separate fire buttons 
too, as the paddle at the top could be either pushed in or pulled up. 
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m@ GIZMONDOIS the most recent example of a console casually. 
NIE i was too expensive, massively underpowered, and featured 
MIEEEE few quality titles. When the Gizmondo company was dissolved, 
however, retailers slashed the hardware price, and the handheld 
became a curious collector's piece. The remaining units were snapped 
up from the retailers who bothered to stock it in the first place and 
collectors began scouring the net for a complete set of games. 

As with most machines featured here, many of the proposed games 
were never finished or released, but as a product of the digital age, 
many leaked onto the internet. If you know where to look and how to 
make them work, there are a few decent titles hidden away, Of the titles 
that made it to shelves, only the two titles to the left (particularly the 


Sticky Balls m Trailblazer conversion of the Pickford Brothers’ Sticky Balls) are worth owning, a 
=— 
eS ees 
rooccrcc 4 


NINTENDO HAS had 
- - very few hardware 
é failures over the 
- | years, mostly because it 
prototypes alll its concepts to 
= <> J theth degree, ony releasing 
them when they're truly ready. 
The story was different with 
: | the Virtual Boy, however. 
Nobody quite knows why, but 
Nintendo rushed the machine 
to market, in a reportedly 
unfinished state - much to the 
protest of its creator, the late 
Gunpei Yokoi. 

Seen as a cash-in on the 
virtual-reality craze, the VB 
failed to actually be anything 
like the machine many were 
expecting. The graphics were 
a horrible red monochrome, 
using an unsophisticated 
wireframe display. Its biggest 
problem, aside from a lack 
‘of games, was that it caused 


Year of Production: 2000 
Number of games released: { 
Expect to pay: £100 


MORE OF a concept than 
a console, the Nuon was 
a hardware standard 
designed to be integrated into 
ordinary DVD players. The idea was 
that anyone buying a DVD player 
would also find themselves witha | 
machine capable of playing games 
and would go out and buy the 
software as a consequence. 

The problem with this strategy 
is that most people preferred to do 
the opposite: buy a game machine 
that was also a DVD player. In 
other words, they wanted a PS2. As 
such, only a minute number of DVD 
manufacturers opted to licence the 
Nuon technology and the idea died. 

‘Thanks to Jeff Minter, the Nuon did 
receive one decent game: Tempest 
Heodcaties at pence nyo 3000, which remains collectable to 
‘Who dared to play #. The this day. Rather oddly, the machine 
machine was understandably "gMerio Vertical Mavio also gamered limited support from 
dead within a year. Clash Force a | Se wnrs hail inion en ves) 
we Lb Se: on ot ie ee ee ee ee ee ep ‘es which is quite unusual for an obscure 


an a oe oe og og og og 
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TIGER'S GAME.COM 
(pronounced without the ] 
‘dot’) launched in 1997 with 
some groundbreaking features. It I 
was the first handheld to feature a 
touch screen, the first to integrate 
PDA software, and the first toallow | 
two cartridges to be inserted at once. 
Unfortunately, however, the handheld | 
was also hampered by a terrible 
monochrome screen that looked very | 
I 
I 
I 


- outdated next to the Game Boy Color, 
— Cebgiprsan a which was released the following year. 
ans yal i seletned 1e games themselves also did 
—_ Game.Com no favours. Although Tiger 
STANDOUT TITLES: secured some high-profile titles, few 
bore any resemblance to their console 
or PC counterparts and played very 
poorly as a consequence. A version of 
Castlevania: Symphony Of The Night 
was in development at one point, 
and though some semi-impressive 
screenshots were:shown, the game was | 
never completed. 


unusual console, 
initially envisioned as 
home version of the popular 
vector graphics arcade machines 
of the time. The in-built monitor 
displayed graphics only in the 
vector style, which meant that 
the games all featured a semi- 
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I 
I 
I 
I 
I 
I 
I 
| 
| 
I 
7 | three-dimensional look that 
I 
I 
I 
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I 
I 
I 
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made them much more visually 
attractive than other console and 
computer games of the time. 
And although it failed to gain 
any of the arcade licences that 
made the Atari 2600 so popular, 
its ‘clones’ had more in common 
with the original coin-ops. 

Unlike most of the other 
games machines featured in 
this article, Vectrex deserved to 
do much better than it did. The 
hardware was stunning and 


‘Year of Production: 1999 
PP | Namber of games released: 9 
Expect to pay: £100 
hese Fe | STANDOUT TITLES 
cr 
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1 SimCity 64 


| DURING THE console war of the mid-Nineties, Nintendo was 
a iT struggling to secure third-party support because of the high the games played wonderfully. 
%4 os on © . cost of manufacturing N64 cartridges. Its solution was to ae the — ie 
jtting its stride when t} 


| Produce a disk drive that would be significantly cheaper to work with. is 
Nintendo being Nintendo, however, these new disks used a proprietary videogame crash of 1983 : 
media and were still more expensive than CD-ROMs. And by the time happened. Vectrex was caught in 
| the fallout and never recovered. 


the drive was actually released, N64 was on its last legs, PlayStation 


had a firm grip on the market, and Dreamcast had even been released ‘Tha qrectlest tragedy of ail'thisg 
| in Japan. It was simply too little, too late. is that the Vectrex Colour, which 
Many of Nintendo's proposed 64DD games were either shifted to was being prototyped at the 


time, never made it onto shelves. 


= |  satsidge or cancelled altogether. Of the nino that di mai i, four were 
ron variations on the Mario Artist series and two were Doshin The Giant 
cee games. The only worthwhile reason to buy a DD drive now is the FZero 
| Xexpansion kit, a brilliant disk that allowed users to create their own 


ed & levels for the cartridge version of F-Zero X. 
~ . bee — — Se Se — = —_ — 


ee 
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Atari 2600 

1982 

Coleco 
In-House 


The world’s most embarrassing 
arcade ports under the spotlight I 


Coleco boxes usually feature 
a single screenshot of the game, 
but this one has an illustration 
instead. Is it an accurate 
representation of the port? 


The box says that the 
game is “by Sega”, but 
the small print says 
otherwise. Always read 
the small print... 


THE HYPE 


IN JUST 
FOUR short 
.4 years arcade 
shooters went 
from the 2D 
monochrome 
minimalism of 
Space Invaders 
to this, a 
multicolour 
scrolling 

ic extravaganza 

with never before seen isometric visuals. 
Simulating a pseudo-3D effect, Sega's 
Zaxxon allowed you to move your ship in 
unprecedented new directions like ‘up’ and 
‘down’ as well as the more traditional ‘left’ 
and ‘right’. And in the formative years of 
arcade gaming it must have seemed like 
the future of shoot-'em-ups. Naturally, the 
home conversion was highly anticipated. 
But how could the consoles of the day, 
which struggled just to make Donkey Kong 
look like an ape, manage to come close to 
replicating Sega's incredible new blaster? 
Most of them couldn't, of course. But that 
wouldn't stop them trying to cash in on the 
latest big thing. 


900600 


Box images provided by wwwatariage.com 
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© THE ATARI 2600 was never going 
to be able to do Zaxxon properly. 
So the most sensible thing that 
Coleco could have done would be 
to make the game for more capable 
systems and leave the VCS well 
alone. Except, of course, that the 
console had the biggest install base, 
and Coleco was greedy and went 
and did it anyway. The resulting 
game bears as much resemblance 
to the original as a doner kebab 
does to whichever poor animal 
happens to constitute its meat, and 
has even fewer redeeming features. 
We wouldn't mind if it still played 
well, but it's a bit of a mess. It 
comes across as a poor man's River 
Raid, only with the unfortunate fact 
that the terrible attempt at three- 
dimensional visuals forces you to 
repeatedly crash into the walls and 
even the floor because there's no 
believable perspective whatsoever. 


THE REALITY Ea 


you'll notice about 
Zaxxon is that it’s 
not isometric. Instead 
it tries to simulate a 
3D feel by using 2D 
backgrounds that 
increase in size as 
they ne closer to the 
screen. It's a nice try, 
but it doesn't work. fa 
fact, it's rubbish. 


| The first thing 


' The original had 
' a height meter to 
' show how far you 
| were from the ground. 

| More often than not 

| You didn't need to use 

» it because the game 

| did a good job of 

| displaying height. But 

| 0n 2600 it's essential if 

» You don't want to crash 

) into a wall. 


The orange bits 

are supposed to 

represent walls 
and you're meant to 
fly over the top of them 
| to avoid crashing, The 

thing is, they don't 

appear to exist in a 
different space to the 
blue floor, so you will 
always crash into 
them on your first go, 
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BEHIND THE SCENES 


Pickpocketing, murder, exploitation, 
inflation, famine, ove! ‘ion: Origi 
te : i i it 
ahead of its time. games™ travels to the 
uncharted MMO landscape of 1997 and 
explores its greatest pioneer 


was supposed to be 
In the world of Ultima, he’s 


invulnerabl 


st per 


creator Richard Garriott, 
him ‘Lord British’ for his 
his Texan twang, is 
s to fell the in-gan 


His school chums 


ati 


n Ultima Online, however, 
no canon — or perhaps was. As 
the first mainstream MMO it was an experimental and 
lawless frontier, so it was vital that players couldn't 
screw around with the fundamentals of the Ultima 
mythos. Sadly, during a b 
Garriott forgot to t 
player named Rai 
ed Britis field, and the spell 


test on 8 August 19 


G © | WE HAD THIS IDEA OF 
He was bonne’ soon | LE YOU BUILD IT, THEY 


Raph Koster 
Lead Designer 


LecdProgenmr  ctet—vottr iting Bust orsowtnasoOvse. | WILL COME. AND 50,000 

as 7 Gretna. To some, ine beoame a marnm: se | PEOPLE SIGNED UP 
represented an Ultima Online (and thus an 
era in MMO history) that afforded com: 


from Britannia’s finest. 


freedom. Players stacked 
embushed travellers in the woods, built 
towns on unclaimed land, and hunted entire 
extinction. In practical 
aworld there have been few 

Reportedly conceived long 
began by both Garriott and Origin produc 
Long, Ultima Online was intended as the first ‘proper’ 


and graphics. 
which had been around si 
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BEHIND THE SCENES ULTIMA ONLINE 


Posted by: 

BOB SYKO. 

4 I don't know anything about 
the game other than I was just 
boy when it was released 
and apparently it's designed 
by some mad head who calls 
himself Lord British? 


Posted by: 

4 Alcan remember is 
watching a review on the 
television, which featured 
footage of somebody who tried 
to connect to the servers, but it 
timed out all the time, 


4 I seem to remember that one 
of my friends used to play it 

all the time and it just seemed 
like he was doing the same 
thing over and over ~ going 
into dungeons where loads of 
monsters attacked him. I also 
remember saying that it would 
never catch on. 


Rested by: 

4 This was reason why I 
persuaded my parents to get the 
internet. It was great to begin 
with, but after afew years, the 
Isle of the Avatar was full of 
pimps and fanboys. Paved the 
way for the MMO though. 


Posted by: 

[AMES } 

4 Iremember that the 
assassination of Lord British 
was the videogame equivalent 
of the JFK shooting and at that 
point I realised how important 
gaming had become in my life. 


Posted by: 

SOMERSET BUMPKIN 

4 Ultima Underworld was the 
first PC game I ever completed. 
That game was cool. I realise 

that’s not Ultima Online, but I 

wanted to contribute. 


1 Mazes are much more hun when you see in isometric 


ribution 


HE COTO : 


al discussing the pitch to EA, “the largest-selling 
mgs online game at the time only had 15,000 
subscribers, which didn't justify a lot of funding. There 
were a number of graphical MUDs, none of which 
were particularly profitable, so the fiscal projections 
for UO were probably twice as big as the biggest- 
selling MUD at the time — so, like, 30,000 subscribers. 
Which wasn't nearly enough.” 


NB EA wasn't prepared to shell out for a full game, 
but afier much haggling, Garriott persuaded them to 
hand over $250,000 for Origin to make a prototype. 
The five-year-old Ultima VI engine looked 
rather crude at this point, but the potential 
was obvious. Garriott recalls that they put a 
message out on their website saying: “Hey, 
guys, we're making this online Ultima, and if 
you want to try it out, please send us $5 so 
we can send you a CD’. We just had this idea 
of ‘If you build it, they will come’. And 50,000 
people signed up. You do the maths — that's 


IT WAS DIFFICULT FOR 
US TO KEEP THINGS 
FROM SPINNING OUT 
OF CONTROL 


the $250,000.” Ultima Online went from being 
an outlandish vanity project to EA's top priority. "After 
that,” Garriott crows, “the purse strings opened up." 

The extra funding allowed Origin to recruit more 
staff, including Raph Koster. He joined Origin in 1995 
along with his wife, Kristen, and became Ultima 
Online's lead designer. He recalls how he got the 
job: “We'd made friends with people on MUDs, and 
one of them was a fellow named Rick Delashmit. My 
wife and I were living in Alabama, and he applied for 
a job in the game industry in Austin. He ended up at 
this shareware company called Morassware. They 
had a pretty serious way of interviewing: they asked 
a whole bunch of programmers to come in, and on 
«a Friday they'd say ‘Come back in two weeks from 
now with a good computer port of a board game and 
we'll hire the best one’. So he did a port of a board 
game I made, and got the job. When Morassware 
was approached by Origin to do contract work, Rick 
found he shared an interest in online games with 
Starr Long, and when Starr asked Rick to recommend 
designers, he mentioned my wife and me.” 

With his MUD experience, Koster proved the 
perfect leader. Looking back he thinks that Ultima 
Online became unique because of the diverse mix of 
development backgrounds on the team. "We had folks 
who came from a single-player background, but most 
of the team was recruited from the MUD community,” 
he says. "We had people from the DikuMUDs - which 
inspired EverQuest - and people from the MOO 
(MUD Object Oriented] worlds, so we had a team 


made up of a lot of different backgrounds in 
terms of code bases and architecture. All of that 
went into the mix. The idea of Ultima Online had 
been circulating for years at Origin, but there hadn't 
been many people with the right backgrounds. So the 
influence of MUDs on the team was really dramatic.” 


SEN Garriott’s main desire was to please his Ultima 
fan base: “People would play the games and wish 
they could bring friends with them. With Ultima Online 
you could." Of course, while Ultima Online achieved 
this goal to some extent, in many ways it was totally 
alien. Gone was the notion of a hero - enter the 
avatar, Britannia became a place to live and work 
— not necessarily save. Stripped of their relevance 
to the plot, players were reduced to the realtive 
nobodies they were in real life. And they loved it. 

In the early days, Garriott found that he had the 
most success with the simpler mechanics. Fishing, 
for instance. "We had fishing rods,” he recalls, “and 
one of my rules about Ultima games is that if you 
have something in the world, you must be able to do 
something with it. So for the rods, we put in this little 
fishing simulation. If you tried to catch a fish, there 
was a 50/50 chance you would. End of simulation. It 
was a simple idea, but people loved it. I'd go down 
and see players sitting around fishing. So we refined 
it and it became a trade.” 

Pivotally, those trades were available to any player, 
at amy time. Rather than adopting the rigid class- 
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Agame that 
requires a 

credit card and 
internet access 
before the player 
can get even 

a glimpse of 
what's going 

on had better 

be incredibly 
engrossing or at 
least immediately 
accessible. 
Ultima Online 

is neither. The 
‘undoubted future 
of interactive 
entertainment’? 
God forbid. 


Utima Online's Britannia was realized with the exquisite 
levels of deta for which Uke games are known, 


based advancement systems seen in MMOs today, 
UO allowed players to develop skills in any category 
they liked, effectively creating their own characte 
classes, Skills weren't chosen off advancement trees 
once suffic jence points had been ac 
In a logical twist, in the online world you got better at 
swords by swinging them around 

UO's world was similarly dynamic. Throughout his 
career, Garriott strove to create a living, breathing 
world for his players to explore. With UO, he was 
able to take this principle to its zenith. He wanted the 


ued 


world, rather than being the sort of static ‘monster 
farm' you see in the MMOs of today; to be self-reliant 
and ever-changing. His favourite example of this 
is UO's once-robust wildlife simulation, 
where animals would breed at certain 
rates, hunt for food, and scavenge if none 
was available. “So, let's say you had some 
wolves," he explains. “And the wolves 
preyed upon deer. Well, ifthe wolves killed 
too many deer, then they'd be forced to 
go into town looking for food, and players 
would be given dynamic quests to go kill 


the wolves, Soit was supposed tobalance [ad Designer 


out." It didn't, unfortunately 

Shortly after players began to swarm the UO servers 
— or ‘Shards’ as they were known - they completely 
overloaded the nature simulation, cleansing the wolf 
and deer populations. The system was scrapped 
in favour of a more static, less realistic one. This 
is emblematic of a lot of UO's growing pains: the 
world was perfect, sensible, and alive, but it was 
impractical. The moment real people descended upon 
it with their conflicting desires and ambitions, it was 
all but destroyed. Origin entrusted to players more 
freedom than your modem Westem MMO ployer 


were all permitted in the spirit of providing a liveable 
se. It seems understandable to have su 
dangers and benefits ir g, but it all 
went horribly wrong: in-game crime, overdevelopment, 
and economic struggles became so prevalent that 
Ultima Online, iar from being the ultimate Britannia 
simulation, became Manchester with dragons 
UO was patched up through expansions and 
revisions, and retained its original appeal, but it still 
makes Kos ! k we did a lot of things 
right — some of which we didn't even know we were 
doing right at the time. I think we reached for some 
things we didn't quite grasp, and we gave up on 
iterating some things before they made it. So it was 
a game where the level of freedom we 
gave users was so high that when they 
really ran with the ball, it was very difficult 
for us to keep things from spinning out 
of control. And often our reaction was 
to take freedom away rather than find a 
romise. | mean, things like the PvP 
, but even simpler things like 
g stuff on the ground, or being 
le to set something on top of something 
else. Players did amazing stuff with that, 
but they also found ways to abuse the system. So we 
had to take away the feature because we couldn't find 
way to ensure people play nicely: 
The MMOs that followed took this 
ever again has such a large property attempted 
something so anarchic. Stil, despite its impracticalities, 
Ultima Online remains a fascinating game 
influence on the industry is immeasurable, and there 
are innovations in it that other MMO luminaries have 
yet to recognise. I's the Rainzes of the world who are 
behind this sad state of affairs. Oddly enough, though, 


univ h 


@ fan! 


lesson to heart 


an 


Only Piraiee Of The Burning Sec has 
trumped Ulkima Online in sea tavel 


so different and so real <b + 


itima Online was 


could imagine: player-killing, pickpocketing, and real 
estate development within the persistent game world 


they're also the very reason 
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“SWIFT AS THE wind, silent as a forest, fierce as fire and 
immovable as a mountain”, so reads the Fuuikazan (the motto 
MEE 6 Japanese warlord Takeda Shingen) often drawn on Ryu's 
belt. Aiter appearing in over 30 games, Ryu has more than proved his 
immovability. His perfect combination of moves, Shoryuken (Dragon 
Punch), Hadouken (Fireball) and Tatsumaki Senpuukyaku (Hurricane 
Kick) are a bible to all 2D fighting games. Ryu clones permeate the 
entire 2D beat-em-up market to such an extent that finding a single 
fighting game without some form of dragon punch or fireball is 
virtually impossible. Ryu has long been a gaming icon and now, with 
the announcement of Street Fighter IV, he seems set to continue his 
dominance past the 20-year mark well into the future. 

Prior to the release of Street Fighter I in 1991, beat-em-ups had 
failed to find their feet. Games like Yie Ar Kung-Fu and Karate Champ 
had found popularity but not reached the genre's potential. Using its 
newly developed CPS-1 arcade board and six-button cabinet, Capcom 
unveiled Street Fighter Il, and the entire genre was turned upside down. 
Suddenly, there were eight playable characters, instead of just one, plus 
a stable of moves for each. Not only did this increase gameplay but it 
also gave rise to personality in the genre, as gamers could choose their 
favourite character and fighting style. Favouritism led to fandom and 
finally to a kind of personal heroism. Every character had their fan base 
but it was Ryu that would capture the heart of the genre. 

Very much the ‘wandering warrior’ archetype, Ryu battles not so 
much for victory as for the fight itself and for the spiritual journey, a 
personality that is reflected in his appearance - he wears nothing more 
than his traditional Gi (karate outfit), black belt and headband. An 


orphaned child, Ryu was adopted and trained in the Nin-Ansatsuken 
martial art by Gouken, who also introduced Ryu to his sparring partner 
and surrogate brother, Ken, At age 23 Ryu set off to enter the first World 
Warrior tournament, encountering Sagat and permanently scarring him 
with a lethal Metsu Shoryuken attack. 

The original Street Fighter story is purportedly based on the real-life 
events of Yoshiji Soeno. Seno, a karate legend, embarked on a solo 
mission to Thailand (Sagat's home) to face the masters of Muay Thai. 
Arriving in Bangkok, Soeno’s abilities were doubted and he was told by 
the Rachadamnem Stadium to make a name for himself in Northern 
Thailand before returning to Bangkok to fight. Soeno did so, earning 
the attention of Muay Thai master Reiba, ‘Dark Lord of Muay Thai’. After 
defeating Reiba’s disciple, Mongkut Kalop, the 
"Dark Warrior’, Soeno was ready to face the ‘Dark 
Lord of Muay Thai’ himself. The similarities are 
obvious and further evidence can be seen in the 
Japanese martial-arts comic Karate Baka Ichidai 
(The Karate Idiot), in which Soeno and Reiba 
are drawn in a near-identical manner to Ryu and 
Sagat. This reference to real life continues into Street Fighter IE in 1975, 
@ year aiter Soeno's trip to Thailand, the first World Open was held, 
pitting fighters of different styles against each other. 


(SEE WHILE RYU'S CHARACTER was changed to that of a con artist, 
caught up in Guile's war against Shadaloo, for the Street Fighter movie, 
this had very little relevance to his character in the gaming world, leaving 
his true development to the release of Street Fighter Alpha in 1995, 

On returning home in the Alpha series, Ryu finds Gouken murdered 
at the hands of Akuma, Ryu vows to avenge Gouken and sets off to hunt 
for Akuma, finally encountering him on Gokuentou Island, where he 
learns of the dark power, Satsui no Hadou, inside him, a power that will 
drive Ryu to kill his opponents. It is this battle within Ryu, the archetypal 
good versus evil and inner temptation, that has fuelled his character 
ever since. Originally introduced in Masahiko Nakahira's manga, Street 
Aghter Zero, Evil Ryu was first introduced into Capcom's canon in 
Street Fighter Alpha 2. As with Akuma, Evil Ryu's character is summed 
up with the signature symbol on his back; in Alpha 3, the symbol is 
Satsu (meaning ‘murder’), in Capcom Vs SNK 2 it is Metsu (meaning 
‘destruction’). Evil Ryu, however, has never been a character in his own 
right, serving instead as a ‘what might have been’. 

As with almost all games of Street Fighter's fame, the story has made 
its way into multiple other media. The height of Street Fighter's success 
has chiselled Ryu's name into the annals of the gaming industry and 
pop culture in general. Ryu leapt to fighting supremacy two decades 
ago with a now gospel-like move sel, and not once has he been 
dethroned - he is a true gaming champion 


1 The release ol Steet Fighter in 1867 1h Wheat do we need to say? I's Stet I The Alp series sow Ryu st 1 Lie the greatest iglter ever, ade pach 
Sess hich tas oe prt Fighter I Taker of «thousand coins, tat le a = ae 
jo cake porn, fire: het ay Introduction of Ed Ry top os algae 
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Ryu has worn several hairhands throughout 
: the years. In the original Street Fighter, 

Ryu bares an uncanny. he sported a white headband, which was 
peneibbincs levivicictcrt switched to red for Street Fighter IL Aiter 
comic Karate Baka Ichida's beating Ryu in the Alpha series, Ken gives 

‘Soeno, believed to be the, Ryu his red hairband to remind him to stay 
cele ali iation: i Ee nici focused and to remember their battle, 
legendary character. Ryu's 
features changed significantly 
in Street Fighter II, with black 
hair, brown eyes and much 
more facial stubble. 


‘The name Ryu can be translated 
as meaning ‘Dragon’, hence 
‘Dragon Punch’. It is a common 
name used throughout other 
Japanese videogames such as 
‘Shenmue and Ninja Gaiden but 
Street Fighter was arguably the 
first game to use it and remains 


‘Training and fighting is Ryu’s 
fe, s0 he is very rarely seen 
without his Gi - a traditional 

karate outfit. The Gi would 
be tattered and torn, from 
overuse, by the time the most iconic. 

of Street Fighter IIL 


The black belt is, of course, 
In the original Street Fighter, 7 the symbol of a martial-arts 
Ryu wore red slippers, yet master. In some official 
in both Street Fighter Iand artwork, the Fuuikezan 


Street Fighter Il, he prefers lesary elias 
to fight barefoot. Perhaps his set ka cinneh 


the wind, silent as c forest, 
vagabond lifestyle has let him fierce as fire and immovable 

unable to afford new shoes. as a mountain.” The Kanji 
Or maybe he's just that hard. (apanese script) is taken 
from Tzu's Art of War, a code 
for battle conduct. 


Ryu and Ken were the only World SNE took the reins for SNK Ve M2 Byx and Ken will return in Street 
Wartiors hicky enough to receive the (Capcom Chaos and redrew Ryu in its ‘Fighter IV, tougher and meaner than 
glorious CPS-3 makeover. ‘own unique, harder-edged style. ‘ever. But will they be 2D or 3D? 
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ici Of Rta... RYU 


|e ee | Twill crush you" | 
WARRI R 
a) 


- are remnants ofthis, 
sounds like a 


pathetic war cry” . “Your problem is that JI“Hicndsome fighters 

Mexican Tyshoon ep. [ never lose battles” 

Q® * Clow Thrust 
sto 


im 


EHondaris full of 

jpeaaa Aswith Gull, uniform, cap Japanese traditions. 
cones 5 — ond perfect : me 

stereotypical His hay the 
SY pale skin and Sago Peas proliss BRATS Chonmage sive, is 

RD Fonseca 2 : —— ecseaae 

4 designed to } SS on from the samurai 
appeal to the ew, ~ a cond now popular 


DRS erica and 


European audience. in the sumo world, His face-paint 


style is known as Kumadori, a style 
prevalent in Kabuki actors and he 
wears a Yukata, a very popular 

outfit in Japan. | 


“Tam the strongest 
HM woman in the world” 


| byhis lack of dothing. 


“My strength is much 


one more time” 


Ryuis one of 
the most copied 
archetypes in 
fighting games, 


Dhalsimn’s mk Fei Long isa 
necklace is 2 tribute to Bruce 
assembled 


from the skulls : his look is 
a generic but 
that died in his os depicted in the i g etfective. 


he village. Did he Karate Bakar Ict 
kill them himself? We wouldn't 
put it past him. The creep, 


“I will meditate and then 
destroy you’ 


‘ 
if 
i ao 
34 


must defeat my 
m Punch to 
stand a chance” 


must learn to fight 
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How LucasArts ditched two sequels to its finest point- 
and-click adventures while simultaneously turning its 
back on the genre it once helped create... 


LUCASARTS IS A company with two very 
distinct identities. For classic gamers it is 

" the studio that defined the point-and-click 
adventure, evolving the medium to its greatest heights, 
but for modern gamers it's merely the facilitator of 
Star Wars and Indiana Jones games, and occasionally 
puts out an original action project or allows someone 
to remake its properties in Lego. 

‘The most interesting period in the company's history, 
therefore, is arguably the point at which these two 
identities intersect, the time in which the old LucasArts 
ceased to be and the new, less exciting incarnation 
rose to prominence. That period was 2003/2004, when 
the studio's final two adventure projects, Sam & Max 
Freelance Police and Full Throttle: Hell On Wheels, 
were both cancelled 

‘The writing had been on the wall for LucasArts’ 
adventure division for some time. The mid-Nineties 
brought games like Sam & Max Hit The Road and 
Day Of The Tentacle, two of the greatest and 
most popular adventures of all time, but the 
same period also showed that the previously 
neglected Star Wars licence was bound 
to eclipse such success eventually. As PC 
hardware became more powerful, LucasArts 
was able to properly realise the epic scale of 
the Star Wars universe for the first time and 
the 1993 release of space combat sim, Star 
Wars: X-Wing attracted an eager audience 
that was significantly larger than that of Guybrush 
‘Threepwood and friends 

By 1999 the Star Wars marketing machine was 
working at full power thanks to the re-release of the 
original film trilogy two years prior and the arrival of 
The Phantom Menace that summer. Anything with the 
Star Wars name slapped on it consequently raked 
in the cash and LucasArts published a total of 13 
Star Wars games between 1998 and 2000 while only 
developing two point-and-click adventures during the 
same three years 

“There was certainly a growing sense that 
adventure games were going to be a harder pitch 
than before," says ex-LucasArts designer Sean Clark 


“But LucasArts did seem committed to the notion of 
trying to make a go of them,” adds his colleague 
Mike Stemmle. Both were long-serving members of 
LucasArts’ adventure design teams who stayed until 
the bitter end and worked together on the company's 
final adventure title, Escape From Monkey Island. 


TO ITS CREDIT, LucasArts was clearly happy 
— at least at this stage — to try to keep the genre alive 
With Grim Fandango, the 2D SCUMM engine was 
finally put to rest in favour of the new 3D GrimE engine, 
which was expected to wow modern PC gamers, while 
Escape From Monkey Island was ported to PS2 in 
order to capitalise on the booming console market 
Neither strategy did enough to keep either game from 
failing at retail, but Clark nevertheless insists that 
Lucas was moving in the right direction 
"I think we made the jump [to 3D] about the right 
time,” he says. "We weren't part of the first round of 


ONE OF THE BIGGEST 
CHALLENGES WAS 


MAKING 3D GAMES 
LOOK AS GOOD AS 2D 


games to require 3D hardware acceleration, 
which would have severely limited our audience. 
Creatively, some of us wanted to go 3D sooner as 
having a 3D world opens up a whole new tool kit for 
storytelling. Not being able to move the camera was a 
huge restriction in the 2D format. One of the biggest 
challenges, however, was making the 3D game look as, 
good as the 2D predecessors. 3D graphics, especially 
in those days, all tended to look bright and shiny due 
to limitations of the hardware. A lot of adventure-game 
purists were initially unhappy with the direction we 
took, but ultimately I think they appreciated the ‘new 
look’ of adventure games and the new things we could 
do that compensated.” 
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Despite the disappointing sales of both 
Escape and Grim Fandango, LucasArts 
continued to invest in the adventure genre and soon 
began work on two new projects that would make 
mutually unique attempis to broaden the potential 
audience. And because many of the firm's designers, 
including Grim creator Tim Schater, had since left the 
company, Clark and Stemmle were split up to take 
charge of the two new projects independently. 
Clark was placed in charge of Full Throttle: Hell On 
Wheels, a sequel that would follow Schater’s cult 1995 
adventure with some unexpected new twists of its own. 
Chief among these was the controversial addition of 
real-time combat. Clark explains, “The high concept 
was to make the game feel more physical than the 
first. With that in mind, fist fighting and bike combat 
had been worked into the design." And, like Monkey 
Island before it, Hell On Wheels was designed with 
the lucrative console audience in mind. “Our plan 
was to design a game that would work well as a 
PC game but also feel right on a console. The 
reasons were both financial - to reach a broader 
audience - and emotional. It would be so cool," 
explains Clark, "The more traditional 2D graphic 
adventures just weren't suited to ‘joystick play’, but 
now that we had gone to 3D and were incorporating 
more action elements, it felt like a nice fit,” 
Stemmle, meanwhile, found himseli returning to an 
old friend - two of them to be more precise. With Sam 
& Max Freelance Police, LucasArts revisited one of its 
most popular adventure IPs, which had the unique 
advantage of being just as popular in other media. 
What started life as an independently produced 
comic actually went on to become a hit animated TV 
show in 1997 following the success of LucasArts’ 1993 
adventure adaptation Sam & Max Hit The Road, And 


The lives of our interviewees before and 
after their projects were cancelled 


CLARK JOINED LucasArts in 1990 asa 
programmer and worked on early adventures 
like The Secret Of Monkey Island and Inclianar 
Jones And The Fate Of Atlantis before moving 
through the ranks, eventually reaching the role 
of project lead on Escape Fram Monkey Island 
in 2000. After the cancellation of Full Throttle: 
Hell On Wheels, he briefly researched ways to 


“reduce the perceived risk with original IP titles” 


before leaving LucasArts in 2004. Since then, 
Clark has worked at POGO, EA's casual game 
portal, as studio director. 


76 


MIKE STEMMLE also became an employee at 
LucasArts in 1990. There he took up the position 
of designer and script writer, and worked on 
adventure titles and action games for 14 years. 
Like Clark, he became a project leader on 
Escape From Monkey Island belore eventually 
leaving the company in 2004 after the unfortunate 
cancellation of Sam & Max Freelance Police. In 
2007 Stemmie joined Telltale Games, where he 
worked as director and designer on episodic 
WiiWare title Strong Bad's Cool Game For 
Attractive People. 
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BEFORE JOINING LucasArts to create concept 
crt, marketing material, and in-game animation 
for various titles, Purcell wrote and illustrated 

his first Sam & Max comic in 1987. After leaving 
LucasArts in 1997, he helped write and design the 
‘Sam & Max cartoon and eventually landed a job 
in the story department of Pixar, where he worked 
on Cars. Once the rights to the Sam & Max 
videogame defonilted back to him in 2005, Purcell 
worked with ex-LucasArts designers at Telltale 
Games to create two new episodic Sam & Max 
adventures released between 2006 and 2008. 
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it was this cross-media pollination that arguably made 
Sam & Max the most marketable of all the LucasArts 
classic adventure-game properties in the modern 
age, and presumably lessened the risk associated 
with the niche genre 

As a PC-only title, Freelance Police could afford 
to revert back to the classic point-and-click style 
not used since 1997's The Curse Of Monkey Island, 
but it still made attempis at innovation in other 
departments, as original creator and Freelance Police 
co-author Steve Purcell reveals. "We approached the 
story in a slightly different way. It was chapter-based, 
a string of individual cases with an overarching 
thread, Since it was broken up, it allowed us to go 
off into some nicely diverse scenarios. Sub-Arctican 
penguin gods anyone?” The development staff even 
considered using the short story structure to create a 
digitally distributed episodic game at one point, while 
Purcell gave interviews with several US magazines, 
speculating that the feature could be used to distribute 
entirely new cases later on as bonus content. The 
proposed distribution method was denied during 
development, however, as LucasArts’ management 
lacked faith in the untested concept. 


lH BOTH NEW PROJECTS were announced in the 
summer of 2002 and were met with an enthusiastic 
reception from fans and press alike. There 
was certainly a lot of good will towards the 
sequels, even within LucasArts, where the stat, 
while aware of the difficulties facing the studio, 
never expected their games to be cancelled 
"Speaking purely from the development 
perspective, Freelance Police was definitely 
one of the smoothest projects I was involved 
with at LucasArts, due in no small part to the 
veteran, drama-free team our producer, Dan 
Connors, assembled," says Stemmle. "That's not 
to say that there weren't behind-the-scenes tussles 
about how to market the game, but they never really 
seemed to be boiling up to the level of cancellation.” 
Clark echoes similar sentiments: “There wasn't a lot of 
discussion ahead of time. I think everyone, including 
studio management, tried to delay the decision as long 
as possible and shield the team from the possibility. 
Indeed, tothe outside observer, everything seemed 


to be going rather smoothly. New information, ig 


THE EMPIRE STRIKES OUT 


IT’S ALWAYS HARD 

TO ARCHIVE GREAT 
MATERIAL BEFORE IT’S 
SEEN THE LIGHT OF DAY 


great stuff done. It's always hard to archive 
great material before it's seen the light of day.” 
Popular assumption surrounding the cancellation 
suggested that Full Throttle had been canned because 
LucasArts execs were unhappy with the graphical 
quality, but Clark cites trouble with developing the 
combat sequences as the project's most significant 
difficulty. “They were very ambitious and resource 
intensive," he admits. “In hindsight, I might have 
been able to keep the project alive longer by 


trailers and screenshots for each game were {®jmq (2) having decided to cut those features, but I'm not 


released to the press in May 2003 and Full (py 
Throttle even appeared in playable form at that 
year's E3, Just a few weeks alter the show, 

however, development of Hell On 

Wheels was unexpectedly halted. ¢ 

“I realised pretty much right = 
before it happened,” remembers 

Clark, who definitely saw the ore 
end of an era coming after HellOn “\[ a 
Wheels’ cancellation. "You could : 

feel a shudder throughout the studio \ 
and it was clear then that the company jis 
was shying away from IP risk and was 
shifting focus towards building fewer 
titles. My reaction was, as you would 
expect, disappointment. The team had 
worked hard and there was some really 


sure how happy I - or anyone else - would have 


\ been with the game. 
© "== NEWS OF FULL THROTTLE'S 
rs cancellation led many to assume that the 

4 pe same thing would soon happen to Sam & 

' Max Freelance Police, but LucasArts did 


everything to reassure the fans that this 
would not be the case and that the game was 
still on track for an early-2004 release. Post- 
Fill Throttle, Clark joined the Freelance Police 
team and, in the words of Steve Purcell, “it 
| seemed like the production was in capable 
nds and moving forwards swimming.” 

2003 waned into the new year and 
LucasArts continued to promote 
Freelance Police as it neared completion, 
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second Full Throttle 
after the 2000 attempt fror 
x Of Mon 


Full Throttle 
Payback was six months into 
velopment when the plug 
pulled, lea % of 

the game design planned, 
40% of the background 
‘oncepts painted, and the 
3D character models built 
Still, Clark maintains that few 
ideas from Payback made it 
into Hell On Wheels. "There 
were plenty of proposals and 
game concepts — original 

— that never 


and seque 
he says 
I, other 


aware of. Payback hadn't 


.ed much traction before 
it went 
I feel 
rous to try to pick 


way in, 


+ + 


im 


HE QUO 


Despite the similarities, Mike Stemmle maintains that Teltale's Sam 
{& Max was not based on the Freelance Police script. "LicasArts owns the 
righ to those stories, lock, stock and giant wicker rabbit. I's probably 
for the best in hindsight Some of those ideas were bit ambitious.” 


group, and they informed us that 
tire European adventure gaming market — a 
al component to the success of any big-budget 
graphic adventure game — had simply disappeared. 
Not , not cratered, just... disappeared. Gone. 
Vaporised. Poof, Frankly, I consider this one of the 
great, unsolved mysteries of the early-21st Century. 

Sam & Max such an immensely popular IP 


public reaction to the cancellation was extremely 
vocal. The promising trailer - which you can still view 
online if you look in the right places — had created 
such a swell of expectation that the fallo 
and powerful. Public protest websites were started 
and an 


t was swift 


emails were sent to LucasArts, prompting 
the company to issue a brief statement citing “current 
ketplace realities and underlying economic 
conditions" as the rea: 


ns for the cancellation. 


LucasArts’ explanation had a discouraging 
sense of finality to it, This wasn't just the closure 
of any old game, but a resignation to the belief 
that an entire genre could not be profitable in the 
modem age. “In April of 2004, after nearly 
ars at LucasArts, 


~ along with a lot of 


talented folks ~ was let go as the company 


FROM MIKE SAYING io Sos GMS Seo Yes Ue a 
‘COULD YOU STOP BY 
THIS AFTERNOON?’ 


external develo 


pment groups,” says Clark 
with the most 
ources and talent seem to have a collapse 


“It's sad that the companie 


of confidence in their ability to create and 
deliver compelling new ideas.” 
As Purcell pu 


is neces 


ts it, LucasArts was “doing what 
ry to stay in business." But could 
vanted end of the company's mos 
period have been avoided? “It's too easy to say now 
hat I think someone else should have done ther 

Clark concedes. “But from where I was sitting, the 
g fitable. I think all the adventure games 


before th 
Igo! 


the v 


beloved 


cot 


id you 


afte 


was 


individually turned a profit, and I am sure 
ways to mitigate risk, but there was 
pushing the company 


here were 


a strong current 
0 make more ‘mainstream 


inued work 
the musicians o1 
how cancellation rumout 
people tend to assume 


was somethi 
game that get 
want the crew to get bl 


to 


ne so clos 


i | . that a g 


, denied release, and 
decision to 
the reason Free! 
is that thousands of 


be 


gamers suddenly dropped dead. 
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With Freelance Police so close to completion, it would be| 
nice if LucasArts could finish the game off and release it 
digitally. Come on, George, make it happen. 


products, so I doubt there was much 
have been A lot 
then, however, and I hope LucasA 
avenue: 
once renowned.” 


done ther has changed 


again, including the genres for which 


COULD LUCASARTS EVER ret 
ingle-handedly defined? Aside 
1 The Fate Of Atlar 
Kings disc, the 


it onc 


Indiana Jones 
upcoming Staff Of 


tudio hi 


last five years acting as though it 
heard of point-and-click, but o' 


to rule out an about-tu 
Stemmle. “I mea 
Battlestar Galactica back would 


say ney 


the studio's involvement 


explores other 


spondents refuse 


y thought brin 


‘Stove Purcell, not LucasArts, owns the rights 
to Sam & Max, which is why we continue o see 
new comics, videogames, and shows without 


Star Wars Adventure 


IF STAR WARS 
videogames were 
taking over LucasArts’ 
profit margins and 
adventure videogames 
were dwindling, 
wouldn't it have made 
sense to combine the 
two? We asked Sean 
Clark exactly why 

an official Star Wars 
point-and-click title 
was never released. 
“Well, it was certainly 
contemplated on a 


I think the biggest 
problem was that none 
of the folks building 
adventure games 
were particularly 
interested in making 
Star Wars games. 
Given the choice, we 
wanted to create our 
own worlds, where we 
could tell jokes and 
not pass every line 

of dialogue past the 
licensing department 
for approval. And the 
guys who wanted 

to make Star Wars 
videogames weren't 
really interested in 
building an adventure 
game. It was certainly 


briefly appeared on 
SKU plans, and even 
had some design work 
done, but it never went 
to green light. 


rat, now [hon 


Mansion game s 


2agre 


dea for 


dally depr 


rho now 


ing 


k the indy 


nore < 


sity. 
her garage, 


© Imagine Publishing Ltd 
No unauthorised copying or distribution 


‘Youll never get to control Ben Throttle in his 
full three-dimensional glory. 
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Your 
monthly 
guide to the 
rarest retro 
treasures 


oan a! THE GREAT 
2... ail GIANA SISTERS 


Rainbow Art 


COLLECTOR'S 
CORNER 


DEVELOPER: Time 
Warp Productions 


Why It's Rare 


Wm IT’S ALL NINTENDO'S fault 
Well, sort of. The Great Giana 
Sisters was intentionally made to 
cash in on the Super Mario Bros 
craze of the mid-Eighties and was 
the closest you could get at the time 
to playing the Miyamoto classic 
without owning a NES. The game 
was basically the same, following 
the same level designs but with 
different sprites. What's more, the 
publisher deliberately used the 
similarity to Super Mario Bros to 


EXHIBIT A: This is the UK sell the game, making thinly veiled 
edition of, The Groat Giana 


£20 (tape) £60 (dis 


SSS She eae se he references to Mario and Luigi in 
rarest, but the German one, v7 wiew 

with different box art, usually cavers cng using review quotes’ 

Goes for more at auction. that mentioned both games in 

the same breath. Nintendo, which 

== was no stranger to lawsuits, was 


rn Cts understandably annoyed and soon 
Coo Cy tried to have The Great Giana 
Sisters removed from sale. It 
succeeded, of course, and very few 
UK copies made it into the hands 
EXHIBIT B: The tape version is of the gaming public. It was also 
comparatively cheaper than the 
SR SRS a Ra Sa removed from sale in its native 
te pay more forthe German Germany and, though it had been 
SS as available for a year there, that too 
became quite scarce. Over 20 years 
later, Nintendo has loosened up _ 

alittle. A mobile phone version of ~ Pi 

Giana was approved in 2005 and a 

Nintendo DS version is currently in 

the works. The original C64 release, 

however, remains one of the most 

prized collectables on the system. 
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Worth Playing? 


mm WELL, YES AND NO. affordable, there are few reasons 
As aclone of Super Mario to play a clone, especially one 
Bros, The Great Giana Sisters that, like most C64 platformers, 
was obviously a very good requires you to tap ‘up’ on the 
videogame, and back in 1987 joystick to jump. As such The 
you could consider itan essential Great Giana Sisters is best 
Commodore 64 purchase. bought for its historical interest 
The NES and it's games were than anything else. There's 
extremely expensive inthe UKat something very cool about 
the time and only the wealthiest owning something that a big 
of families could actually afford corporation tried to take away. 
one — leaving no alternative for And if you've never actually seen 
home computer users but to play _‘The Great Giana Sisters it can be 
unofficial clones instead. fascinating to see just how close 
22 years on, however, there is _ its developers came to replicating 
little point - beyond curiosity-in _ Miyamoto's magic at the time. 
bothering to play. With official Quite how they thought they 
copies of Super Mario Brosand _would ever get away with it, we 


its sequels readily available and —_do not know. 


LIVES STAGE ‘TLME 
OF o1 31 


= Collector's Comer 
then email us 


Imagine Pub! 


COLLECTOR'S CORNER 


I'VE GOT ONE 


Name: Mat Allen 
Occupation: IT Support Specialist 


NEE How did you hear about Great Giana Sisters? 
GGS is one of those games with an infamous past, and 
Jactually had the chance to buy it originally when it 
arrived on these shores in 1988. 1 saw it on sale in the 
local Boots, but didn’t have enough money to buy it. When 
was informed all copies had to 
jouse. Of course, down the line 
ntually got myself a cracked 

elf with playing that until such 

n finding an original 


Iwas 


d out why. Lev 
copy and contented 
time as I lucked up 


How and where did you find the game? 


It wasn't until 1999 at a small computer show that I had a 
chance to get my hands on an original. Someone there 
was selling off a bunch of C64 game: e just had a 
list with him. The idea was to take orders and then get 


send the games out atter the show. The 
was listed and no one had reserved 
eks after the 

W, it was finally in my hands. When I got 
disk version, a few years later, it was missing the manual. 
Soon after, I bought a slightly corrupted loose disk and 
64 editor Gordon Houghton, and 
that disk using the first one. 


What condition was the disk/tape in and what did you pay? 

copies are in good condition and work fine. I paid 15 
quid for the complete tape, probably about the same for 
the boxed disk, and a fiver for the loose disk and manual. 
Probably below the value they go for now. 


Do you play it and, if so, what do you think of it? 
Iplayed the game quite extensively back in the day, and 
10 be said that it is one of those titles that falls in the 
yy of “rare and good". Most rare games 

y were bad and/or sold poorly, 
exceptions. Sure it's 
no SMB beater, but it's certainly an excellent clone. 


Would you ever consider selling Great Giana Sisters? 
down the collec 3S would 
ase games toward the back end of being let 
vays change. 

y rich off selling C54 games yet, 
ltimas and MULES, unlike certain 


n over time, but G 


Imay 


be one of the 
go. Who knows thoug 
You won't get amazin 
even with a fistful of 
console markets. 


cumstances al 
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2 BEHIND THE SCENES 


nic's dad, Yuji Naka, speaks 
\ about his other, 1 known but 
equally lov fisprin: 
all YOyI NAKA, AND 


Producer, Lead Programmer 
Naoto Ohshima 
Director 


Takashi Tizuka 
Lead Game Designer 
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BEHIND THE SCENES NIGHTS INTO DREAMS 


© Onthe re that 
NIGHTSs gameplay took « I 
deviation, i il proved to be fun. 
Unlike the kiddy levels in the 
sequel, Journey Of Dreams. 


ISWOOPER D 
4 Fora long long time this was 
my favourite game ever. There's 
still nothing else quite like it. 
The music was sublime and 
the graphics (at the time) were 
fantastic. The gameplay was 
incredible, so easy to pick up 
and a joy to play, but immensly 
addictive if you wanted to beat 
your own scores. Whether it 

be highest scores, biggest 
multiplier, most links or 
quickest time there was always 
something to beat on NiGHTS. 
Christmas NiGHTS added yet 
another side to it with some 
more structured chalenges. A 
beautiful beautiful game. The 
less said about the Wii Sequel 
though, the better. 


4 [first played Christmas 
sce NIGHTS atter getting a 
pine ered 3 free copy from Cunys, and 

- ae was hooked immediately. 
eventually picked up the 

full game (bundled with the 
analogue controller, for £20 
from Cyprus, which I thought 
was a bargain at the time, 
despite the shop assistant 
telling me it wouldn't work on 
my Saturn) and really put some 
time into perfecting each level. 
My favourite memory of the 
game is the theme song - so 
cheesy and catchy. 


4 Inever played it but always 
really, really, really wanted to 
~ and still do. But I went PSI 
instead of Saturn, dammit 
Then a friend bought the 
remake, which was fun for 

all of 10 minutes. A missed 


4 Magical game. Spent hours 
upon hours getting the perfect 
rank on every level & then 
bettering my scores. 
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1 They dont make ‘em like this 
‘any more. And when they do, 


Forget 
everything 

else. This is the 
greatest game 
of the year. It's 
a dream come 
true. You cannot 
afford to miss 
this amazing 
game! 
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pad, bu 
ch 
divin 


the ease 


could glide 


loo) 
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was at odds with the control 
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specifically de: 
f NiGHTS ¥ 


needed. 


pad. A 


a must-have item in terms of having th 
players experi 
air. Also, 
who touched t 


game jus 
its own speci ig 
Nintendo's pad quickly resi 
y with other 
own pads to r 


very 


Naka. “The intention w 
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here NiGHTS impressed on an emotional level, it 


nade waves in the ter artment, 


nological de 
8D polygonal graphic 


Although utilising full , most 
of NiGHTS had originally been designed to play on 
@ 2D plane with fixed camera angles determining 
the course of the action. Yet the power of the Saturn, 
which was predominant D console, 
allowed Sonic Team to do much more 


designed as a 2 


with the game than they had anticipated 
‘At the start we thought that deve 
in full 3D would be very difficult s 
created a 2D/3D system for NiGHTS, 
in the midstream we started to 


however 


k that it might k ible and started 
ent. The result was great and 
hat is what came to be Claris and Elliot's 
con-foot section.” The section he refers to 
time would run out 


peri 


happens when th 


ain character would transform back into 
a human and plummet to earth ready for the player 
to guide them back to the start before a rampaging 
alarm clock caught up and awoke them. It was a 
slightly nightmarish scenario but one that technically 
ne Saturn further than anyone knew possible 
children could roam the 3D landscape with full 
control, Later games like Tomb Raider and 
srs would push Satum’s 3D capabilities 
but back in July 1996, NiGHTS proved 
much everyone had underestimated Sega's 
aderdog console. 
vations followed in Al too. Sonic Team began 
experimenting with what would become the ALLife 
s 


Adventure but would remain an under- 
most players. "The A- 
eloped with the team's desire to show the 
lie eatures in a very realistic environment 
throughout the game. The characters performed 
better than I had imagined so I enjoyed it very 
much,” explains Naka. The A-Life creatures took the 


Life was de 


No unauthorised copying or distribution 


BEHIND THE SCENES NIGHTS INTO DREAMS: 


form of cherub-like beings, called Nightopians, which 
hatched from eggs, roamed the game's landscape and 
evolved differently depending on their experiences. 
Some would learn to play musical instruments, some 
would breed with the indigenous enemies to create 
new life forms and others could even die tragically 
if the player flew too close to them. In reality, the 
Nightopians had zero effect on gameplay, but they 
were one of the many fascinating incidental parts 
of NiGHTS that kept dedicated players returning to 
explore the gameworld. 

Upon release, NiGHTS scored well in most 
specialist magazines, but failed to have any significant 
impact on the charts thanks 
to the Satum’s poor sales in 
the West. Still, the game was 
adored by well-informed Saturn 
‘owners encouraged to play it 
by enthusiastic reviews in the 
likes of Mean Machines and 
Computer & Video Gam 
‘Those who put the time into NIGHTS were rewarded 
with a quite unexpected experience. Though some 
thought the game too easy because levels could be 
completed by merely collecting enough orbs and 
swiftly moving on to the next level, they had mostly 
missed the point, NiGHTS was a game that asked its 
players to replay every level, perfecting their route 
around the twisting courses so that they could combo 
‘links’ together by moving through every on-screen ring 
as quickly as possible without missing any. In essence, 
it was the only platformer of the time that could be 
truly played as a score-attack game, and would go on 
to influence many forthcoming videogames including 
several rhythm-action titles and even the Tony Hawk's 
series, though few realise it 

This would be the point at which most behind-the- 
scenes features come to an end, but for Sega fans 
there's something about NiGHTS that is even more 
precious than the game itself and we couldn't 


“NiGHTS was the last title I contributed to as a 
main programmer and also the time that a position as 
a producer started to become clear,” explains Naka. 
“In order to introduce the tile to as many people as 
possible, I created promotional assets such as videos 
and pamphlets. However, most of all, by creating 
Christmas NiGHTS 1 was able to plan services for 
fans ~ it was a good challenge for me. The creation 
of Christmas NiGHTS had two purposes. It was to 
create a wonderful game and let as many people as 
possible know, and it was also a Christmas present 
for the fans from us. To tell the truth, Iam a fan of 
Lemmings, and at the time I was developing Sonic 2— 
I was in the United States. 
One day, when I went to the 
store, I found a product called 
Christmas Lemmings and that 
felt like a Christmas present 
from the creator of Lemmings. 
I wanted the fans to feel that 
same happiness through the 
game that I created.” 

So there you have it, Although Naka admits that 
Christmas NiGHTS was intended as a marketing tool, 
it's heart-warming to see how much he considered 
the happiness of Sega fans. In fact, NiGHTS is one 
of the last Sega games we can remember that felt so 
special. It was a magical experience that bewildered 
the uninitiated but permanently endeared itself to any 
who gave it a whirl, If you've never played NiGHTS 
Into Dreams then we implore you to hunt down a 
Saturn and give the game a try. But then, we're sure 
that our readers know a truly special Sega game 
when they see it. After all it was voted the twelfth best 
game of all time in issue 42, a fact we felt compelled 
torelay to Naka. And his response? “Iam very happy 
to see this. Iam also a big fan of NiGHTS so I am 
overwhelmed that it is loved. Thank you very 
much.” 


resist asking Naka about it. Christmas NiGHTS 


I REMEMBER CRYING 
WHEN CHECKING THE 
IN-GAME MOVIES. THIS 
WAS THE ONLY TIME 

I WAS MOVED BY MY 
OWN GAME 


was a two-level demo of NiGHTS given to 
Saturn owners as a Christmas present in Japan 
in December 1996, and in the UK the following 
December. The disc was more than just a 
simple demo however; the Satum’s intemal 
clock knew when it was being played, and 
changed the game accordingly. It would play 
like an ordinary demo until Christmas time when 
the setting and characters would magically go 
all festive with tinsel, presents and Christmas 
trees everywhere. Finishing the demo rewarded 
the player with a random ‘gift’, some of which were 
very simple illustration galleries while others were 
incredibly special such as the Karaoke mode or even 
the level that changed the main character into Sonic 
the Hedgehog, and the level's boss into Dr Robotnik. 
Due to its inventive twist on the NiGHTS formula and 
the fact that the game was completely free, Christmas 
NiGHTS is as well loved as the game itself. To this 
day, many Saturn owners will habitually dust off the 
decade-old classic every Christmas to re-live the joy of 
playing this unique videogame. So how did Christmas 
NiGHTS come about? 
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WHEN PEOPLE LOOK back on the early years of LucasAr 
before Star Wars tie-ins were a prominent feature, they 
remember its range of classic adyenture-game characters. 
Pushed for a favourite, many will pick Guybrush Threepwood, a 
wannabe pirate who unwittingly came up against the evil ghost 
pirate LeChuck. Guybrush’s arrival on Melee Island in the first 
Secret Of Monkey Island title is shrouded in mystery; all we know is 
that he intends to become a ‘mighty pirate’. Guybrush’s journey to 
fulfil this dream forms the bulk of the first part of the game, where he 
must embark on the Three Trials involving treasure hunting, sword 
fighting, and stealing the Idol of Many Hands from the Governor, his 
future love interest Elaine Marley. Guybrush's past is only loosely 


touched upon during the controversial ending of Monkey Island 2 
when referencing his brother Chuckie, but as the third game was 
developed by a different team, any further background r 
Ron Gilbert's imagination. 


MMM GUYBRUSH'S BLOCKY, LO-RES appearance is a result 
of hardware limitations, with only 16 colours at the devel. 
disposal and a small resolution of 320 x 200. Any fleshing out of his 
appearance is done in the form of close-up still screens, where 
curly golden hair, blue eyes and boyish charm help 
and somewhat innocent personality. His name, quite possibly the 
dattest to feature in a game, came about by accident, rather than 
design. The animation file was generically entitled ‘Guy’ while art 
package Deluxe Paint called a selected file a ‘Brush’, which resulted 
in the image being saved as ‘Guybrush’. His surname, Threepwood, 
was picked from an internal company competition, with rival 
nemesis LeChuck named purely because general manager Steve 
Arnold wanted a character named Chuck in the game. 


er's 


onvey his naive 


This « EMO we 


gutter 


In the second game, Guybrush took on a different appearance, 
casting aside his raggy in favour of a blue jacket, red boots 
and other finery as a result of his fame and fortune from defeating 
LeChuck. His hair's slightly darker and he even attempts to grow a 
beard, although, given its lack of visibility it's more bum fluffthan facial 
hoir. Digs at f demeanour despite being older suggest thi 
beneath the visual changes he remains the same slightly inept goofy 
pirate wannabe with the fate of the world on his shoulders. 
With different designers behind the creation of Curse Of Monkey 
Island—Ron Gilbert having left LucasArts in favour of warmer climes 
at his new company Humongous Entertainment 
~Guybrush took on a modern look that went back 
to the series’ roots, It was also the first Monkey 
Island to give Guybrush a voice. And while the 
sound of characters rarely reach expectations, 
Dominic Armato did a good job of portraying his 
tly clueless personality. One noticeable change was in his 
relationship with Elaine Marley, who he proposes to very early on, in 


stark contrast to the occasion when he played with her emotions in 
Monkey Island 2 o get his hands on a piece of treasure map. 

The final game, Escape From Monkey Island, retained his visual 
appearance, this time remodelled into the world of 3D. This jump 
to three dimensions stripped the character models of their vibrant 
charm encountered in the last three games, and while Dominic 
Armato once again reprises the role of Guybrush, the lacklustre 
script mean personality never gets the cl 
Returning from honeymoon with Elaine Marley, Guybrush comes 
across as a hen-pecked husband, never really standing out in his 


that hi 


ance to shine, 


‘own right as in previous escapades. By this point the popularity of 


PC adventure titles had already gone downhill, with many gamers 
turning to RPGs and consoles for their fix. The fact that the majority 
of the dev team beh e games had 


d LucasArts by this point proved that the company was 
now more interested in fleshing out the Star Wars franchise than 
vesting resources in its adv sion 

nough he may have started off as a few pixels, Guybrush 
pwood's “e on the adventure game scene cannot be 
underestimated. Future adventures from other companies had 
ities to the character - Gilbert Goodmate is a 
clone and pirate lead Jack Keane bears more than a 
resemblance to Monkey Island's star - while the SCUMM 
interface paved the way for many others including Flight Of The 
Amazon Queen, the Simon The Sorcerer series and Ankh. The 
fifth Monkey Island may never see the light of day, but Guybrush’s 
influence lives on in the internet scene, where many fans recreate his 
adventures in their very own indie creations. 
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Guybrush’s golden Guybrush will have to talk his 
locks take on slightly way out of many situations, one 
different forms of the most memorable being 


throughout the games, at of insult sword fighting. 
‘starting off as blond. As he fights pirate after pirate, 
‘and curly, becoming Guybrush will learn some of 
darker for his second: the wittiest lines in the series 
‘outing and then blond that will equip him to face more 
cand flowing in the third! formidable foes. 
game, His quitf-like 
‘style of the last game 
reflects his status 
as the husband of 
Governor Marley, 


Like many adventure games, 
collecting objects is at key part of 
the adventure, and Guybrush will 
have to fetch an assortment of 
items, from rubber chickens with 
1 pulley in the middle to mugs 

The choice of simp! of grog, and in a later game, a 

banjo fit for a duel. 


black-and-white 
clothing in the first 
game is a result of 
hardware limitations, 
here only 16 colours 
could be used. While 
the second gan 
uybrush wearin 
colourful garments, 
the following two revert 
back to the original 
-and-white setup. 


While his boots will change 
colour in each game to reflect 
his economic status, they enable 
Guybrush to do a lot of walking, 
whether it's exploring forests, 
travelling across the respective 
islands or delivering items to 
important characters. 


LV 


|WGuybnish embarks in spitting competiion St Tb gatecrash a party, Guybrush gets into the Ml Curse Of Monkey Island contimed Ran Gilbert's ll Escape From Monkey Island was the series‘ low 
{or the mightiost pirate. pict of things witha pink dress Suits you sit legacy with some spectacular artwork by Bil Tiler. point with cwiewand contreis and dull dialogue, 
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S An IQ system! was tied into the 
‘SCUMM engine, meaning players could 


puzzles differently 
.. This meant 


; sexbe look and ‘tak? were introduced 
fedvenitae since, cP omen | ¢ wid used in subsequent adventures. 
sorent on tonitate in el ‘A combat system was used to fight 
Mania through certain areas. 
eS 


s 
woes, 


{Muse was u! 


cal themes, with 
interactive music in} faut 
shying pte \ 1995; RiP Baber 
oe Hscenes, The 
instead. THE Diguses the INSANE , 
JREITD, sssineto compress | 
its high-deter 
® | sequences. New rendering t awiny 1 
‘ free used Gnd iMuze provided ! 
\ atmosphere. The poit f 
Giffers sli * Point-and-cliclinterface 
dy slightly, with the cursor “: 
1) ins peace mesdioctete - eat 
Brings touse. Clicking on a character 4 
Pigs uP conversation options in the ! 
o a were while the inventory is acces 
g the second mouse button. 


~ 


ANSION, THE SCUMM 
N THE SUCCESS OF. 
HAS GONE 


tees 


erg 


T never picks up an item, the 

instead is on touching items 

‘on screen to conjure up a selection of 

* musical notes, which could then be 
Witten down to form the basis of a spell. 
The different use of the in-built SCUMM 
engine meant Loom 


_ emphasis 


iterfe 
an Da een caper ee 
SCUMM Pant fain off) and mad lenger to 

Zaha ttom Last Cravath whatie! 3 
command disappeared in favour of item 
descriptions appearing when touched” 
swith the cursor. The biggest jump came 
With the dialogue system where the 
Yiructure enabled conversation choices 
Stall times and allowed the sword- 


out from 


rogress. 
response needed to p! 


lessly ¢ 
ith the right atmosphere. 1 
fighting poste sree ! be payer 


ra 


NR, ba oy 
Ad > " 


t, voices beng 


Piolo 
> Toit the wacky cote © ggehiyr oer the CD release, 


‘i 4 at the base 
visual icons! at th 
creep with additional opti ie 
tes new topies of conversation, 
is pictorially. Clicking 


SIC 


a EY Gay 


130 


a 


‘16-SHOT’ TAKAHASHI 


‘16-SHOT™ 
TAKAHASHI 


We meet the deadliest shooter in 8-bit Japan, 
the leader of the Famicom Generation 


@ “When I was a young child,” says the Hudson and [print publis} 
affable Takahashi Meijin (real name March 1985 there was a manga festival held at a 
Toshiyuki Takahashi), “there were no TV tore in Ginza {an up ard of Tokyo] 
games. We had to play with nature instea a stage as part of my PR work 

Bom in Sapporo on Japan's north start of my life as Taka 


ning house] Shogakukan. 


narket 


to appear 


thashi Merjin. 


ind of Hokkaido in 1 


lmm THIS UNLIKELY NAME change and reinvention 


came about as part of a prolonged PR stunt whereby 


ed gar 


‘of his to lead him to a local: 


plo 
fame and synon 


each major game company had its own ‘Famicom 


i. Bandai’s Famicom Meijin chara 


iendo’s Fox Meijin’ masc 


no overstatement hat Takahashi 


to 
Japan 
to primary 
on to senior school 
educational background, 


ashimoto Meijin (real name Shinji Hashimoto); 
co had Kawano Meijin; Tecmo, Tsuji Meijin; 
ana Meijin; and so on. Together these 


se pop cult 


ng ‘me 


ster’ or ‘expert’ ~ figure 


ation’s youth in a grand Famicom gameplay 


Paceeetteeees ITHOUGHTTVGAMES ff a 
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WASN'T SURE I HAD ANY @” 


‘At the 
he tells us he Eighties and 
rick Moore in GamesMaster in the UK during 
-Ninetie: id at best be an extremely 


stronomer.) Th 


tions attended by 
y — Japan's first generation 
sole gamers, no less — and were involved with 


ner of other PR ac Takahashi had his 
own programme on TV Tokyo during 1986 and 1987, 
nland. He also 


Takahashi witnes: 


shashi Meiji 


single most important console lau for Meiji snacks, the MoonStar 
history. “The m , , and the St ured 


joined Hudson in 1982," he r n consi m officially sanctioned 
over from the sales departm rt ¥ nybri cartridge and disk systems. 
then promoted to head of advert h \ kthroughs for popular Famicom 
I for ere often presented and CONTINUED >. 
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narrated by the Mejjin. In the play- 
. i guide video for Hudson's hugely 
popular Ninja Hattori-kun, which sold 
15 million copies in Japan, Takahashi 
tumed the whole VHS into an elongated 
skit, with him in full ninja ‘cosplay’ mode. 
Beyond such videos, as the most talented and 
charismatic Famicom Meijin, Toshiyuki Takahashi 
soon found himself starring in a short film called 
Game King Takahashi Meijin Vs Mouri Mejjin Clash! 
The Great Battle (see The Original Videogame Movie) 
And as if that wasn't enough of an unlikely high for this 
one-time supermarket employee from the distant north 
of Japan, Takahashi even went on to record a series of 
game-related singles. He sang songs mostly on the 
subject of playing Famicom games and had his first 
single released in April 1986, an emphatic technopop 
Star Soldier-themed ditty called Runner. The 
B-side, a track called Fighter, was used as the 
background music in the aforementioned Ninja 
Hattori-kun advice video. 

Incidentally, Takahashi’s uniquely punchy 
singing style apparently developed thanks to 
his fascination with the songs of Yosui Inoue 
Japan's equivalent of Bob Dylan. Whenever 
he visited karaoke during his tenure as a 
supermarket employee, he would sing Yosui 
Inoue material almost exclusively. Takahashi released 
six singles and two albums via a major Japanese 
label between 1986 and 1988, Many of these releases 
charted in Japan, and Takahashi looks back on his 
brief singing career with fondness: “During junior and 
senior school I used to play guitar and sing, so even 
from that early stage one of my objectives in life 
put out a record at some point. Even though 
it was only thanks to becoming Takahashi 
Meijin that I had the chance to do that, I 
was really happy to be able to realise my 
dream. It was a great experience for me. 


MME Takahashi surely couldn't have 
envisaged how his career would spiral 
into Japanese pop culture. Even today, 
he’s modest to a fault. How does it feel to be a 
celebrity, we ask? “I'm not a celebrity," he laughs. 
(He is, really) In part, this modesty is down to what 
seems like embarrassment on Takahashi's part — but 
it's more likely a case of him honestly wanting to avoid 
undue fuss. When the whole Famicom Meijin thing 
kicked olf, his first inclination was to keep his alter- 
ego hidden from his friends and family. "initially tried 
to keep it a secret from them,” he smiles. “When my 
family inevitably found out about me being Takahashi 
Meijin, they all had plenty to say about it, but everyone 
was happy with it. Occasionally, when I went to visit 
my grandmother she'd have a stack of a hundred or 
so cards from friends and people who knew I was her 
grandson, and Thad to autograph the lot of them. That 
was always quite a chore. 

One of Takahashi's most notable achievements was 
a 16-shots-per-second rate of joypad button mashing, 
which was quite rightly celebrated and even eamed 
him a snappy nickname. "I had no special training for 


‘16-SHOT’ TAKAHASHI 


IN STAR SOLDIER IT’S 
ACTUALLY POSSIBLE TO 
UNLEASH TWO SHOTS 
SIMULTANEOUSLY 


this," he explains. "During the summer holidays 
of 1985 we held game conventions all around 
the country - these events were called All-Japan 
Caravan Famicom Conventions - but at that time 
I wasn't yet making any claims about my ability to 
perform 16-shot rapid fire.” 

A few months atter his skills became public 
knowledge and '16-shot’ became a buzz-term 
in playgrounds all over Japan, Hudson's 
designers worked to implement what had 
become an iconic number into the company's 
upcoming Star Soldier game. A special 
“Takahashi Mejjin 16-Shot' item was coded 
info the game, enabling players to precisely 
replicate Takahashi's quickshot skills via aut 
fire. Elsewhere, the Lazaro boss could be 
defeated with exactly 16 shots if the player managed 
to hit the boss before its four parts became joined 
together, resulting in a bonus score of 80,000 points. “In 
Star Soldier it's actually possible to unleash two shots 
simultaneously,” Takahashi mentions, “so you could 
defeat the boss in a split second with CONTINUED >. 


IGSHOT T'V& 


gymnast shows viewers 
how to beat the hell out 


Mi FOR THE PAST few 
months, Takahashi Mejjin 
has been producing his 
‘own online TV programme 
called 16SHOT TV, in 
which the legendary joypad 


look is at odds with the 
photos on these pages 


© Imagine Publishing Ltd 


No unauthorised copying or distribution 


of Hudson's latest games 
You'll notice that his current 


follicle-related challenges 
are often trickier to defeat 
than videogame bosses. 
16SHOT TV can be enjoyed 
at www. 16shot jp/ty— no 
Japanese skills necessary. 
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other words, hashi seems genuine, giving the impression 
2s more than any notion of 
nay have attached itself to him. "I 


g life and gan 


any experiences as Takahashi 
nderful thing. Sometimes I was 


four time 


y that I would board plane 
uch times 
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retro. game 
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visibly entertained onlook 


appeared 
uperb Game 


Battle Of The Meijins 


The Original Videogame Movie 


hallenge programme. 
joyed a minor revival of his musical 
supplying guest vocal tracks 
gs by Japan's excellent YMCK 
a new single of his 
twentieth anniversary 


© IT’S QUASI-FAMOUS IN was Mr Hudson - Bomberman 
Japan, but most people in and Star Soldier through and 
the West have never heard through. In fact, the film centres 
of it. In the first instance of ‘on a competition between the 

a videogame confrontation two Meijin to see who will be 
hitting the big screen, Game _victorious in the Star 

King Takahashi Meijin Vs Soldier stakes — you 

Mouri Meifin Clash! The can guess who won 

Great Battle preceded King - with Hudson's 

Of Kong by some 20 years. classic shoot-‘em- 

Mouri Meijin was a freelance —_up having been 0 
Famicom Meijin who variously _ released just a ave a lot of fun playing 
worked for softcos such as month before this them, but it's also enjoyable to watch how 
Hudson, Namco, Konami and _half-hour-long film other people play Job Island.” Of course, what 
Bandai. And Takahashi Meijin debuted. 


2003. Hi 


e in games appears to have moved 
y sups and platiormers - "These 
jays I mostly prefer to play puzzle games,” he says 
he’s still full of enthusiasm for Hudson's output 
lost any of his PR skills. Take it 


y, Takahashi: “The game 
joment is Job Island on Wii 
and I 


‘m mast into at the 
's a compilation of 
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MR MEJIN'S 
VIDEOGAME 
CHRONOLOGY 


Not part of the Adventure Island/Bouken-jima 
series, but nevertheless featuring Takahashi 
Meijin, this sort-of spin-off pitched our man in the 
world of then-popular Japanese anime Bug-tte 
Honey. The gar .alf Adventure Islancestyle 
platiormer, canoic-clone. An odd match 


900500 QeEES 


recececees 


iin Bouker 
Takahashi Meiji’ 
that Hudson supported until its demise in the mid- 
Nineties. Now available on VC, ironically enough. 


rived too 


erior sequel to Bouken- 
late to capitalise on the first game's mili 
in Japan, and with the advent of Super Famicom, 
‘Takahashi's role had diminished slightly. 


(cCCeeecepy 
reqceccce! 
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‘This, the most recent original Bouken-jima 
entry, was released 14 years ago and built on the 
fe formula of the final Famicom title. 
na sequel appears, we hope it sticks 
1g goodness of earlier games. 


did the music for Sega's Streets Of Rage. 


SINISTAR Arcade [Williams] 1983 


BEHIND THE SCENES 


Square's first US-made RPG is one that 
many have dismissed but few have actually 
played. Join us as we attempt to rehabilitate 

the status of one of 16-bit gaming‘s most 
underrated role-playing titles 


role-play 
of the g 


The rei 


one: 1885 
») Super Nintendo 
Squaresoft 


Doug Smith —aforem: 
(directo). their ows 
Brian Fohdraw a 
ead programmer) Of Max 


Daniel Dociu 


‘Your dog helped locate components for alchemy 
cand predated the canine assistant in Lionhead 
‘Studio's Fable ITby more than a decade 


(character design and illustration) 
Jeremy Soule 
(music) 
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BEHIND THE SCENES SECRET OF EVERMORE 


1 The castol characters in Bremmore are quite 
unlke any you've seen in any other Square- 
made RPG. This probably dts} endear the 
(game fo hardcore devotees ol the compary. 


Posted by: 

4 I played it briefly not so 
long ago just to get a taste 
of it and I have to say I was 
mighty impressed. The art 
style is striking, It just felt 
like nothing else I've played. 
Great sense of humour as 
well. Peter Molyneux has 
obviously played it ~ the dog 
mechanic from Fable I! is 
ripped straight out of it. 


Posted by: 

BOB SYKO. 

4 l loved it, loved the style, 

loved the settings, but there 

was one thing I didn't love 

cand that was the dificult. 

‘There I was, happily playing 

away for a few hours when 
I The srenet Mode 7 tation Iget to some baal guy with 

‘good use in these fying sections. bony rib cage thing going 


‘on and what happens? I die. 
Alot. | eventually got past 

it, but by then I had lost all 
enthusiasm for a game that 
was clearly going to be mean 
to me for the next 30 hours or 
so, Such a shame there was 
no two-player mode 


4 What I really liked about 
the game was the inventory 
system. Things were so 
simple back then. You had 

fh Sahin ane cr plcky ba eppmcme to juggle your equipment 

tobe up a certain creek without a paddle. because you couldn't move. I 
did find the dialogue slightly 
‘annoying though: ‘hey look, 
mummy... ¢ chainsaw... and 
a balloon animal’. But that's 
probably because I have 
grown accustomed to speech 
in games. 


Posted by: 

4 Great game. It's just kind 
of unfortunate that I got 

this at the same time as I 

got Terranigma, which was 
000000 much better and took 
up all of my time. 
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End-o-level guardion Thru posed a stem 
challenge to RPG newcomers, and Fehdreut 
believes it may have put people off the game, 


call from Squaresoft. | had caught 
their eye due to my 


vote fhe poi, Square's US division vas | OF SQUARE BEFORE I 
“s | WORKED THERE 


merely concerned with the logi 
ribution, but the fact t 


hat it 


starting to acquire programming t 
a sign that things were about to change. 
"Squaresoft was initially just the A 
of the company that distributed the games made 
its Japanese parent Square Co Ltd," Fehdrau 
i 


co-workers would be 
ret Of Mana was 


1s situated in 


and ran the atta 
were tasked with hiring ane 
sating something based on W. 


le 
ret Of Mana— 


of Eastern. On a ma 
- make an Am 
to flesh out the det 


a plan was gi 


nd 


as we saw fit 
FEHDRAU'S EXPERIENCE EARNED 
programmer, but ir 
knowledge of Square's output w 
brutally honest, I hadn't 
I worked there,” he admits somewhat 
"The Legend Of Zelda on NES was | 
onsole RPG experience, but had play 
jputer-based RPGs over the 
was already a huge fan of the 
Despite his relative ignorance 
employer's past exploits, Fehdrau 
soon settled in and found hi 
hopelessly addicted to the very 


position of lea 


ven heard 


game so that we could 


e up something that suited the 


wouldn't get sued 
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the overall theme of a campy adventure.” Despite the 
very precise orders, assistance from Square Japan 
was practically non-existent. "Our code, both for the 
game and the tools, was written entirely from scratch 
by us, and likewise for all design, levels, artwork, 
music and so on,” explains Fehdrau, dispelling one 
widespread falsehood that has grown up around 
the game. "The common belief that we inherited the 
Mana engine and threw different content into it is 
incorrect,” he continues. “We borrowed a ton of ideas 
from their games of course, but the implementation 
was all new. We did get occasional help in non-dev 
areas — not to mention all the money that paid our 
salaries — but we basically made our own way with 
the game itself. There were pluses and minuses to 
this hands-off approach, but I'm pretty sure I liked it 
way more than I would have liked the alternative.” 


WITH NO TECHNICAL help forthcoming from 
Japan, Square's US team created its own tools 
in order to get the job done. “At heart, Square's 
Amazing Graphical Editor, or ‘SAGE" for short — I 
had a thing for acronyms ~ was basically a Mac GUI 
application that could create or import image tiles, 
collect them into sets, and then pick from the sets 
to cobble together levels, characters and effects,” 
reveals Fehdrau. “Everything you see on the screen 
in Evermore was set up in SAGE and exported 
directly to ROM format from it. SAGE attempted to 
be ‘what you see is what you get’ on the computer 
side, but also had the ability to download 
maps or animations to a test kit, allowing 
artists to test their work on a real TV. 
That was important since a TV and a 
computer monitor have rather different 
colour spaces. Brown on a monitor is 
orange on @ TV, for instance. In hindsight, 
the 'be everything to everyone’ nature 
of the program made it cumbersome at 
times, especially when exporting. Not 
everyone adored it, but not long after 
Square Japan visited us one time, they sent us a copy 
of an application that bore a striking resemblance to 
what I'd shown them of ours. I was flattered.” 

As development progressed, Fehdrau and the 
rest of the team at Square USA were bursting with 
innovative ideas, and the alchemy system in Secret 
Of Evermore is a good example of a development 
group thinking outside the box. "I remember lots of 
meetings, going over lots of ideas for magic, and 
I think we even implemented about half a dozen,” 


Lead Programmer 


‘Would you go to the cinema to see The Lost 
Adventures Of Ves? We woulkin, that's for sure. 


remembers Fehdrau. "We eventually drifted toward 
something with components. I think it appealed 
partially because it was a somewhat novel idea and, 
in my opinion, partially because everyone at heart 
really likes to collect things. Luckily, it also gave your 
dog helper another thing to do. Really though, I think 
the choice was pretty arbitrary, what really mattered 
was that we executed it well. I think the concept 
could just as easily be done poorly with 
be] only a few minor differences. We had 
some pretty clever people on staff who 
» understood what sucks and what's fun, 
and I think they got that alchemy right." 
But for all of the team's ebullience and 
industry, there were elements that wound 
up on the cutting-room floor. "It was a 
huge mistake to leave out multiplayer, in 
my opinion," laments Fehdrau. “I suspect 
I'm the one who decided not to do it, so 
you can blame me if you like. It was a scary thing, 
very apt to cause ‘stuck player’ bugs and such, 
which you may be familiar with if you played Secret 
Of Manarin multiplayer. We, or possibly I, decided to 
play it safe and not do it. [feel bad about that. Lots of 
people would have had fun playing with friends.” 
With things starting to fall into place, there was the 
small matter of the soundtrack to consider, Square's 
games have a reputation for high levels of musical 
lence, and thankfully Secret Of co 
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SECRET OF EVERMORE 


‘Square USAs locus on Secret Of 
Evermore is oten blamed for Seiken 
Densetsu 3 not being translated. Brian 
Febdrau believes there's no relation 


Ev 


not having a reno 


ermore was no exception, despite 


ed Japanese 
sponsible 


his job at 


composer at the helr 


was Jeremy Soule, 
Squaresoit by 


these amazing orchestral pi 


8. “He made 


es and sent 


them on digital audio tape,” recalls Fehdrau 
‘Thave this memory of pe: 
out how we could ge! 
on. It didn't 
7 and ought to be snapped up ASAP, 


gto figure 
3 to play th 


Although the gam 
feel to it - as was Sx 
a proclivity cartoon 


vas a fi 


Duckula,” expla 


ve burglars 
stle. On a couple of occasi 
and despite being 
on the rope, there's a big gap bet 


scaling a v 


which appealed to me, 
of someone falling th 


@Brian J. Fehdrau 
Q4SPBI12 

@i am a fish. 

|Game Programmer 
Pde: “Here's may exry inthe 1998 Square Times 
eb Hesse open pogo Te 


a yuestions: 1) name, 2) 
so numbered questions 1) seme 


I GENUINELY HAD NO 
IDEA THERE WERE 
PEOPLE WHO LIKED 
EVERMORE SO MUCH 


series, 
there 


when I scripted a scen 
the floors of a castl 


more, | timed the crashes similarly. One 
of my friends got the reference without being 
told, b 


never thought anyone else would.” 


THE MONTHS ROLLED by and the team 
rushed to ge! Fehdrau 
even skipped his honeymoon in order to finish 


1e game ready for release 


off the code - and Square's first American-made 
RPG was pushed onto store shelves in 1995, Sadly, 
despite some positive reviews, its commercial 
mance was less than remarkable, Fehdrau 
has his own take on why this was the case. "There 


against us, especially with 
he explains. “First, we 
a Japanese mythology game. Second, 
we were thought to be making our game instead 
of translating some Japanese games people really 
wanted to see. And third, there were points of real 
frustration - particularly one early on when you fight 
the boss Thraxx - that probably put a bad tast 
people's mouths before they had a chance to see 
the things we had done right. I wouldn't say 
the cards were stacked against us, but boy, points 
one and two were hard for us to prevail against.” 
Indeed, the theory that Evermore was favoured 
over a potential Western version of Seiken 
Densetsu 3 has continued to dog the game since 
it was announced. But was Evermore responsible 
for Secret Of Mana 2 never seeing the light of 
day on Western shores? Is there any truth in this 
accusation? "None at all,” replies Fehdrau, without 
a moment of hesitation. “The people on our team 
ver had anything to do with translations. That 
vas all done by people outside the team, who had 


in 


some of 


n 
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definitely 

ee : 
uare qualit 

and for that 7 

reason | 

consider it 

a succers, 

especially 

for the first 

time out. It's 

promising 

just seeing 

a well-made 

US RPG. SOE 

is definitely 

worthy of a 

seque 
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been working for the company since before we were 
hired. In fact, there were several translations done 
during the development of Evermore, and ironically 
it was actually us that stopped what we were doing 
each time to pitch in and playtest them, not the other 
way around. I think Breath Of Fire, Chrono Trigger, 
and Final Fantasy III (AKA Final Fantasy VD were all 
translated during our time on Evermore. The choice 
not to translate Seiken Densetsu 3 was made 
overseas by the parent company in Japan, 
for undisclosed reasons of their own. I'v 
made speculations as to why, but hone: 
I don't have or know any official reason 
I just know it wasn't for lack of resou: 
on our end.” 


mm THE GAME’S POOR commercial 
performance had 
Square's American arm, despite the fact 

that what it had produced was excellent 

for a first attempt. "I think Square was 

worried that we'd tarnish the brand if we 
did any more games,” explains F 
‘They cut their losses with us in order 
concentrate on the new LA studio, whi 
was doing more traditional stuff. I wasn't 
happy, of course, but I don't think I'd have 
done any differently in their shoes. To their 
they gave us pretty nice severance packages.” 
Fehdrau was lucky enough to find another job 
immediately, working for Boss Game Studios. He 
now plies his trade for Amaze Entertainment - part 
of the Foundation 9 group, which includes emulation 


ramifications for 


rau. 


experts Digital Eclipse/Backbone Entertainment. “I 
work there as chief engineer on Amaze’s in-house 
multiplatform console game engine, doing all sorts 
of bare-metal-style programming, though probably 
more graphics than anything else,” he reveals. 


Secret Of Evermore ant neatly ax bed 


‘9s some would have you believe, but it 
‘could have been better too. Lack of 
rultiplayer was c rea! killer 


BEHIND THE SCENES SECRET OF EVERMORE 


© Imagine Publishing Ltd 
No unauthorised copying or distribution 


Thankfully, Evermore has undergone something 
of a re-evaluation among Square fans. “I've been 
surprised,” admits Fehdrau. "When I discovered the 
fan base a few years ago, I was still living with the 
f being panned for the various reasons 
I mentioned earlier. I genuinely had no idea there 
were people who liked Evermore so much, never 
mind loved it. I played it again myself, and once I 
got past the frustrating bits, I really enjoyed 

it, It was a real revelation, and I felt stupid 
for having been ashamed of the game for 
s0 long. I've finally stopped responding 
to, ‘Oh, you worked on Evermore?’ with 

‘Ah yeah, sorry about that’. It took a long 
time to believe that people were saying they 
liked it because they liked it, and not because 
they were being polite." 

Ultimately, Fehdrau has grown to be 
immensely — and justifiably - proud of the 
work he and his fellow co-workers did 
on the game. "I think we did a great job 
with the engine, considering that we were 
mimicking one of the finest action RPGs made 
to date then, with not a lick of source code, 
and a brand new team of programmers, 
most of whom were new to the industry," he 

says. “However, that's not very interesting 
to most people. Of what you can see, I think it's 
the breadth of the game that I was impressed with 
when I played it a few years ago. I knew it was big, 
but honestly, during development, you don't ever 
play a game all the way through. That was my first 
time. It was big - bigger than I thought we'd had 
time to make, with rich environments and lots of 
variety and things to do. It actually stood up pretty 
well aiter all those years, rather than being some 
briefly interesting, but ultimately forgettable 
flash in the pan ® 


memori 
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AS THE THIRD and final 
game in Philips’ much-derided and 
often-forgotten Zelda trilogy, Zelda's 

Adventure arrived very late in the 


SAAT life of the CD-i. Having suffered 


bass numerous difficulties during 
Shr tthec wnat development and a staggering two 


years in beta testing, the game 

hit the shelves at a point when the 
commercial viability of Philips’ 
six-year-old console was all but 
dead. Needless to say, the game 
was produced in conservative 
numbers, and although it hit 
bargain bin prices within months, 
the collector's price has risen 
greatly in the 14 years since thanks 


SSN to the unusual nature of the game. 
nalts glory Trearae it and As a Zelda game not made by 
Daciiancrcacenere Nintendo, the disc is definitely 

SS SS of interest. But as the only Zelda 


game to be made using digitised 
graphics, live-action cut-scenes 
and voice acting, and as the only 
one that puts you in control of 
Princess Zelda herself, it is unique. 
These unusual qualities, and the 
game's near-mythical status among 
devotees of kitsch retro curiosities, 
have elevated Zelda's Adventure 

to a place beyond rarity. It is the 
sort of game that has become 

a status symbol for collectors 
interested in the novelty of notable 
failures. And there are plenty of 
those collectors around... 
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IF THE YEAR was 1995 
and we were reviewing Zelda’s 
Adventure as part of an 
objective buyer's guide then 
there's no way we could honestly 
recommend it. The game is bad 
beyond all belief. A real sign 

of the worst that CD-ROM had 
to offer at the time, it assumes 
that digitised graphics are the 
best form of representation, 
since they're obviously the most 
‘real’. And it tries to wow us with 
live-action FMV but neglects 

to use professional actors or 
cinematographers to do the job. 
The results are embarrassingly 
bad and actually have an 
adverse effect on the gameplay 


too. The digitised backgrounds 
took up so much memory space 
that they slowed the CD-i to 

a crawl and made scrolling 

so juddery that the game was 
rendered unplayable. There is 
something about a game that 
bad, though, especially when 

it comes under the umbrella 

of the usually excellent, often 
genre-defining, Zelda series. 
To experience a Zelda game so 
bad that Nintendo has omitted 
it from its own history books is 
a tempting prospect indeed. 
Tempting enough to spend over 
£100, though? We don't think 
so. But there are plenty of other 
people who do. 
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Inever could afford a CD-i in the early Nineties 
when they cost £499.99 plus £179.99 for the DV cart, 
but I always wanted one so I could play arcade 
conversions such as Dragon's Lair and Mad Dog 
‘McCree, which, at the time, were only available on 
the 3D0, Mega-CD and PC and were nowhere near 
as good. About seven years ago, I decided to buy a 
CD-i 220 and received about 70 movies and games 
with it, Even though the games aren't amazing 
compared to other systems of the time, they still play 
very well, possibly due to the memories I had of the 
console in the early Nineties. Since then I've tried to 
obtain a complete CD-i collection and, because of 
this, I bought Zelda's Adventure very recently. 


Ipurchased my copy of Zelda's Adventure from 
eBay UK. Recently, there always seem to be copies 
available, even though most of the time the game 
goes for a lot of money. 


The condition of my game is excellent. Including 
delivery I paid £70, which I'm okay with because I've 
seen copies sell for £180 recently. I know for a fact, 
though, that in Holland you can probably pick this 
game up for one tenth of that figure. 


I don't really have time to play any games at all. I 
have a 360 and PS3, which get some use, but none 
of my other games leave storage. My plan is/was to 
build a games room and play the games I own, but 
that's yet to happen. 


Ifthe game went up in value and I needed the cash I 
‘would sell it. After all, it's only a game. 
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NINTEND©N'T 


Nintendo isn't evil. Nor is it the beneficent 
saint pictured in its adverts. It's a business. 
Could we be its disposable assets? 


@ Like all great antagonists, Nintendo wasn't 
born of malevolence or intent on savage 
domination. it 


@mm HIROSHI WAS ON a dark 


koi CONTINUED >. 
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Hard To Love Hardware 


Accessories have always been the backbone of the fruitful after-sales 


market, but as Nintendo has proved, they can't all be gold mines. 
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Nintendonitis 


OVER THE YEARS, LITIGIOUS 
GAMERS HAVE ATTEMPTED (AND 
SUCCEEDED) TO PIN THEIR 
GAME-RELATED INJURIES ON 
POOR OLD NINTENDO 


In 1990, the term ‘Nintendonitis’ 
was coined by a doctor who 
treated a woman experiencing 
‘excruciating pain in her thumbs 
after her vigorous introduction to 
games saw her playing on SNES 
for over five hours. 


Media sound bites have triggered 
the headline “Pokémon Causes 
Cancer” after someone from 

the Memorial Sloan-Kettering 
Cancer Center in New York 
abbreviated the cancer-causing 
POK erythroid myeloid ontogenic 
gone as the ‘POKEMOn gene’ 

in Nature magazine. Pokémon 
USA threatened the centre with 
egal action should use of the 
abbreviation continue. 


In 1997, over 700 people in Japan 
reported epilepsy-type symptoms, 
convulsions, nausea, vomiting 
and irritated eyes after watching 
the ‘Computer Warrior Porigon’ 
TV episode of Pokémon. Future 
episodes carried health warnings. 


By coughthis eve with « high-selling coin-operated 
al ‘ove tester’ machine. It measured the stray 
capacitance of the user's clammy hand rather than 
actual love — surprisingly, no law suit was ever filed 
It was Yokoi’s affinity for electronic toys that began 
Nintendo's love affair with videogames, and over the 
next ten years it replaced Nintendo's other forms of 
dubious enterprise. 

Yokoi teamed up with graphic artist Shige 
Miyamoto to create the game that single-handedly 
saved Nintendo of America from bankruptcy. Stubborn 
Gorilla (mistakenly translated into English as ‘Donkey 
Kong’) featured the run-and-jump talents of Jumpman’, 
who was later renamed after Mario Segale - the 
warehouse landlord that Nintendo of America had 
previously been unable to pay. The game introduced 
Nintendo to the rest of the world, along with its many 
and lucrative courts of law. 


lm LICENSED TO COLECO, Donkey Kong 
was intended to launch the new ColecoVision 
console until Universal Studios caught wind of 
the giant-gorilla-themed game and decided it 
infringed upon King Kong copyrights. Rather 
astutely, Nintendo of America had written 
a liability waver into the Coleco licensing 
contract and wasn't in the least bit intimidated, 
happily throwing Coleco to the wolves while 
it watched matters escalate. Nintendo only stepped 
in when its Japanese parent felt at once insulted 
by Universal and Coleco, and also doubtful of its 
American leg’s capabilities, 

Nintendo of America deftly stepped into the legal 
proceedings and put paid to Universal's claims with 
@ reminder that the film studio had successfully 
thwarted RKO Pictures in 1975 by proving the King 
Kong story and characters were public domain all 
80 it could remake the movie without paying royalties. 


A successful result for Nintendo, it paved the way for 
the gaming giant's affinity for brutal legal action over 
tolerant, cordial conduct. 

Although it’s easy to remember Nintendo for the 
harsh, oppressive and ofien creatively stifling licensing 
agreements third-party developers suffered for trying 
to create NES games, it must be taken in context with 
the state of the industry at the time. The American 
market had vaporised due to a glut of terrible games 
and avaricious developers - a market Nintendo had 
revived with its new console and wasn't about to 
squander on digital tat 

But the resulting tyranny ultimately led the cautious 
console manufacturer to lose the support and respect 
of the software community. Its iniamous 10NES lockout 
system, which prohibited unlicensed software from 
running on the NES console without Nintendo's 
approval and direct involvement, began to strangle 


YOKOI'S AFFINITY FOR 
ELECTRONIC TOYS KICK 


STARTED A LOVE AFFAIR 
WITH VIDEOGAMES 


game developers to the point of retaliation. The 
Nintendo Seal of Quality’ was losing its golden 
lustre, the importance shifting from representing the 
quality of the game to demonstrating the obedience 
of the developer and its willingness to invest in the 
hallowed ‘Seal 
Only permitted to release five games per year — with 
those games being exclusive to the NES for a further two 
years - and severely restricted by stringent censorship 
policies, even a good game struggled CoNTmuUED >. 


NINTENDON'T. 


1 The curious Love Tester was just ono of 
the many unusual products to have passed. 
though the Japanese giant's doors. 


18 The multinational phenomenon that is 
Nintendo Company Lid started out in 1889 
‘in these tiny premises. 


THE GAMING GLANT 


THE THIRD AND most prolific 
of Nintendo's presidents and 
heir to the Yamauchi fortune, 
Hiroshi Yamauchi is one of the 
most successful and fascinating 
businessmen in the world. 

Son of Shikanojo Inaba and 
Kimi Yamauchi (granddaughter 
of Fusajiro Yamauchi), his father 
abandoned the family, leaving 
Hiroshi to be raised by his 
grandparents. When Hiroshi 
was 21, his grandfather suffered 


ae 


a debilitating stroke which later 
Jed his death. This left Hiroshi 
in charge of Nintendo in 1949, 
Rigidly imperialistic, most every 
significant product Nintendo 
has manufactured over the 
last 50 years was personally 
authorised by Hiroshi, who 
admits he's never even played 
«videogame. 

Now recorded as the 226'* 
richest man in the world (at 
an estimated $3.9 billion) he 


Not a man to cross, few can claim to have 
known such incredibly vibrant careers or 
enviable lifestyles as Hiroshi Yamauchi 
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stepped down as the company 
president in 2002, leaving 
Satoru Iwata (who is the first 
non-Yamauchi president) at the 
helm. In 2005, Hiroshi retired 
from Nintendo's board of 
directors, refusing to take his 
pension as he thought his old 
company could put the money 
to better use. Not a man to 
cross, few can claim to have 
known such incredibly vibrant 
careers or enviable lifestyles. 
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HE OOO 


Ninten-don't 
Quote Me 


"Videogames 
5 are bad for 
you? That's what 
they said about 
rock ‘n roll” 


"I definitely 
enjoy 
kicking 
ass more 
than taking 
names. I think the 
team at Nintendo 
would agree. 
I've done a lot of 
kicking ass" 


[People who 
play RPGs are] 
depressed 
gamers who like 
to sit alone in their 

dark rooms and 

play slow games” 


"T could make 
5! Halo. It's not 
that I couldn't 
design the 
game. It's just that I 
choose not to” 


"Customers do 
not want online 
games” 


20 


Since the early days of hanufica playing cards and 
“ove hotels, Nintendo has seen its logo adomed on many 
diferent products has now become the frm we lnow as 
{the most amily orientated videogame company inthe world 


powerhouse. Long delays in 
in Eun 


~ with 


ing patience and turning elsewhere to sai 


de 


tain 


ent 


ires. 


IN 1990, ACCLAIM ab: 


adhere to the austere 


MARKET SUPREMACY 
AND ABJECT FAILURE 
IS ONLY EVER ONE 
CONSOLE AWAY 


Sony had been giv 
the development process after a partnership 
indo to develop a CD-ROM drive for 
jour. Nintendo was 


Sega's pl 15. V 


in power 


n Nintendo's 


noses up and followec 


console w 


bit era, Nintendo's only 


being its annual A n definite leg up on 
assive proportion 
But SNES had lan 


newcomer Si 


) S had gon rangely 


sted with hardware specifications, stymieing 
> eer Ken Kutaragi's attempts to design 
race to own more reasonable when all of a sudden it announced at 


e 1989 Ju nip with 
hilips had been forged, and all previous work with 
Sony scrapped (as ordered by Hiroshi himsell), 
This was the first Sony had heard on th 


i used it to S show that a partner 


> matter 


Nintendo pays its lawyers well and 
demands value for money as we can see 
from some of its hard-line cases 


Nintendo obtained the 
videogame rights for Tetris 
directly from the Russians 
and sued Tengen just as 
its version of the NES 


‘Tengen (of Atari Games) got 
hold of a copy of the 10NES 
lockout chip software via 
fraudulent means from the 
American patents office, and 
then used it to program its 
own version of the security 
chip therefore bypassing 
the infamous Nintendo 
‘Seal of Quality’ money pit. 
The company then sued 
Nintendo for monopolistic 
business practices. 


OUTCOME: Nintendo is 


(eventually) cleared of the 
monopoly claims. 


| Nintendo sued Blockbuster 

! for renting out NES games, 

{ claiming that it went beyond 

| “fair use” terms and infringed 
cartridge hits the shelves. { on profits. The case was 
Fortunately for Atari, ! settled out of court, although 
Mirrorsoft (which issued { Nintendo successfully 
the faulty licence) took the | pursued a case against 
brunt of the costs. { Blockbuster for providing 

} photocopied manuals with its 

{ game rentals. 


OUTCOME: Nintendo won, 
and Blockbuster resorted to 
giving out its own instruction 
cards with games. 


OUTCOME: Nintendo got 
its own back (as well as 
a little bit extra), Tengen 
Tetris was pulled from 
the shelves and heavy 
damages were levied. 
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and, infuriated, went ahead with the development 
work themselves to create the PlayStation. Nintendo 


attempted to block Sony from entering the mark 


with a court injunction, but was quickly dismissed 
‘The Philips deal never came off, and the SNES never 
received its CD drive. 

As thanks for creating the best-selling console of 
all time, Gunpei Yokoi's next project (the 3D Virtual 


Boy) was rushed through its development phase to 
ensure Nintendo would have something new and 
shiny on the shelves at the same time as 
Sony, The result was a stopgap console that made 
Nintendo's inci 
apprehensive. The high price tag, warnings a 
allowing chil 
goggle-based display, impending arrival of the N64 
and reports of pl 
headaches pushed the badly marketed console into 


ega and 


sasingly sus 


very 
bout not 


the 


under seven years old to 


obscurity and exclusion. 


WME THE N64 SAW a rather undeserved return to 
popularity for Nintendo however, when loyal gamers 
embraced the dichotomous technology: hot new 
graphics using expensive, restrictive ROM cartridges. 
‘True enough, many of the games played well and 
sported coin-op-worthy visuals, but at significantly 
higher prices and with tragically reduced staples 
of cudio and FMY, This was a machin 


success by the consumer and not by the ¢ 
But where does this mild berating of the wo: 
longest-surviving videogame manufac 
What does it tell us about Nintendo? 

For one thing, it's an aggressive conglomerat 
make money, regardless of how its publicity machine 
tries to paint a jovial, caring, whiter-than-white veneer 
on its latest consoles. But can any other company in 
the game industry claim otherwise? Certainly not. This 
is a corporation known to repeat its own mistakes and 
yet never fail to learn from them, proving time and 
again that market supremacy and abject failure is 
only ever one console away. 

Nintendo isn’t evil. Nor is it good. It's simply a hard- 
nosed, intrepidly enduring business and, as gamers, 
we should love it as one of our most valuable 
(ii occasionally disposable) assets. @ 


NINTENDON'T. 


Naughty Nintendo 


Nintendo has always prided itself on being a 
family orientated, wholesome, good fun, socially 
conscious campaigner, but something was bound 
to slip under the censorship razor wire 


Ze goes 
adits 


ree missions that 


HITLER: A few ti 
character throug! 
machine but failed for reasor 


only to nervous 


versions of Bionic Commando and 
Wolfenstein 3D 
final boss, both v 


re rejected. 
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RING KING: This could well come down to 
+ that the developer simply had pure 
joughts, and it's only 
aken by the devil 
but between 


minds full of innocen 
those of us who've bet 


see dubious behaviour he: 


the rounds there was something going on not 


usually seen in the ring. 


CAPTAIN NOVOLIN: When does product 
placement become educational? Captain 
Novolin on the SNES can't answer that as it 

tries to make a hero from a diabetic in ¢ mask 
and cape. I's Captain Novolin’s misfortune to 


avoid a host of murderous, sugary snacks in 
an attempt to ‘educate" younger gamers. 


ICE CLIMBER: A far cry from Nintendo's 
highly sanitsed image, the original 
Famicom version of Ice Climber asked 
players to club seals to death. The seals 
were then changed into fantasy creatures 
in the worldwide versions. Don't expect to. 
see any seal-clubbing games on Wii. 


current 


| 


OVERJOYED AT SEEING the return of old-school Kon 
this month games™ was inspired to reacquaini 
written about the semi-obscure Penguin Adven 
his appearances in the Gradius spin-off Parodi 
‘Taming to the fifth game in the series, Sexy Parc 
footed wonder isn't actually playable. He appears i 
show include a girl in a bunny costume, an ange! 
Suitably odd characters for the crazy shoot-em-up, 
deal. Penguin lovers can at least console themselve 
cousins appears as a toilet-wearing end-oflet 


-man on a paper plane. 
have preferred the real 


that one of Pentarou’s 


| 
| 
| 
| 
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‘The Game Gear tiles lacked town exploration but 
pronded a healthy dose of portable strategy gaming 
nonetheless. ADS remake is long-overdue, 


BEHIND THE SCENE 


Join us as we meet Hiroyuki Takahashi, 
president of Camelot and mastermind behind 


the Nineties vintage Shining Force games, in 
a dungeon in deepest Shinjuku 


Dplarihis 
ue t deep t 
‘ le the 


II led mes 


Dragon Que: 
making a sign 
of Dragon Que: 
Enix, went independent, { 


rE company and soon began 
aaa In The Darkness. As Tak: 
a was never an employee of Sega, but fi 
(Planning, production, scenario) Maal ees 
Shugo Takahashi 
(Planning, production, scenario) 
Yasuhiro Taguchi 
(Programming) 


when it came time for a sequel to be bt 
more, but in the interests of ch 


to the story of the seri ep 
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When attacking, the perspective changes to 
this dramatic angle, making for ona af the 
‘series’ most iconic features 


‘Shining Farce Iltook the series info 3D and 
‘was one of the best looking RPGs on Saturn. 


No ur 


‘The Shining wodd ist one for equal 


three separately released discs 
Shining Force I's a true 32-bit epic 
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low of the Shining Force games wore 


localised into English, but are pertectly 


playable in Japanese anyway. 


nauthorised copying or distribution 


SHINING FORCE 


FROM THE 


FORUM 


My first memory of Shining 
Force was playing it on 
import round a mate's after 
he borrowed it from his uncle. 
Well, it was all in Japanese, 
but once we sussed some 
of the actions and magic 
‘we were hooked. Naturally 
it became the reason for 
me parting with my pocket 
money upon its UK release. I 
never got to play the second 
one until I played the recent 
Sega Mega Drive Ultimate 
Collection. But when I bought 
Shining Force Ill‘on the 
Satur I played it so much 
Iwas having grid-based 
dreams. In my eyes, the series 
is the best tactical RPG. It's 
«i travesty that the other two 
scenarios of Shining Force Ill 
wore never translated. 


‘Shining Force I is what 
got me into RPGs in the first 
place. My mum bought it for 
me as a complete surprise 
~Thad no idea what it was, 
but as soon as I started 
playing it Iwas hooked. It 
just had so many interesting 
characters to meet, locales to 
discover and party members 
to gather. But the combat's 
where it really shone. It was 
unlike anything else I'd ever 
played. Being ovethead and 
on a grid with set movements 
per turn while managing a 
team of characters was just 
so mentally stimulating at the 
time and allowed for great 
strategic planning. Even 
better, when you finally went 
to attack an enemy (or when 
they attacked you) it switched 
toa ground view, showing of 
some beautiful artwork 


as 


+ 


Sto 
2%] 


1 The Shining series’ icon-based menus made 
Mone of the most user-friendly RPGs ofall time, 


in 
Helpin 
Nintendo 


With Sega effectively 
turning its back on 
Camelot, Takahashi 
began the search for 
another major company 
that could benefit from 


little Camelot's big skills. 


He recalls how back in 
1998 Nintendo was "very 
isolated" and 
be helpless”. The reason 
at? “I 

ur 
cking. 
There's no doubt that 
Nintendo is the company 


seemed to 


for that sentime 
felt Nintendo's line 


of games was Ic 


that produc 
game market, 
Nintendo that 
the highest-quality game 
software to the largest 


i today's 
nd it 


nas provided 


number of users. But 
back then I fe! though 


ssi 


NCL's line-up was 
something, so it was 
‘amelot's turn to help 
Nintendo was most in net 
of our assistance.” As 
as the lent Mario 
Tennis and Golf, Camelot 


went on to create a 
sublime handheld tactical 
RPG series in Golden Sun. 
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ER Raa 


baad 


alll Shining Force was launched 
in March 1992. "At that time, 
the games industry's way of thinking about role- 
playing games put the emphasis squarely on tel 
an interesting story,” Takahash 
apparently the purpose of 
to tell a good story. However, I've always believed 
that engaging battles are the most crucial factor 
y role-playing 
games that are designed according to a philosophy 
where battles are just a bonus and the story is the 
main thing. I could never accept that and I wouldn't 
go along with it. RPG players spend such a great 
amount of their time in battle that there's no way a 
battle system should be treated merely as something 
that's tacked onto a good story. 

As it transpires, a relatively obscure Japanese 


Systems’ (ostensibly) similarly structured Fire 
Emblem series only eams us a humorous reiort: 
“The original Famicom Fire Emblem game? The 
tempo of that title was so bad that it wasn't 
something I even wanted to play. Fire Emblem 
had zero influence on Shining Force." Takahashi 
“Rather, before participating in the 
Shining Project I was thinking, ‘I wonder if there's 
any way we can take the battles from Dragon Quest 
and make them more fun?’ Shining Force's battle 
system came about as a result of following that line 
of thinking to its logical conclusion” — evidently with 
alittle help from Silver Gh 
Even with Shining In The Darkness 

completed (see Dungeon Fascination 

boxout for more on the production 

of that series prologue), development 

of Shining Force was ambitious and 

* consequently proved extremely difficult 
for Takahashi’s team to perfect. "From 

the battle system through to the combat 

creen, we entered development with 


9st. 


the aim of making everything new, 
featuring only things that had never 
been seen in a game before. Shining 
In The Darkness was more successful 
than I had anticipated - in terms of 


sales and reviews - so | think I might have been 
overestimating my ability as a creator somewhat. 

In fact it was terribly difficult to produce Shining 
Force. For the battle screen and title screen we took 
inspiration from a certain other game, but what 1 


didn't realise until alter we'd finished development 
was that that game had used half of its four me 
of ROM on those two features alone. Of course, we 
didn't copy igns, but still... we 
created such memory-intensive battle screens that it 
was incredibly hard to pull it off. But hey, Iremember 
feeling young and powerful back then 

"My basic stance as far as RPG development is 
concerned, is to produce worthwhile and enjoyable 
battles. Shining Force was the first embodiment of 


he exact screen 


PC game called Silver Ghost, released by 
Kure Software Koubou in 1988, exerted an 
influence on the design of Shining Force. 
"Prior to Silver Ghost,” Takahashi explai 
“I didn't like tactical simulation games at all 
hey gave players too much time to think. 

their tempo was all over the place. But Silver 
Ghost was different: it was a 
action type of game where you ha: 


mulati 


direct, 


IDIDNT LIKE TACTICAL 
SIMULATION GAMES. 
THEY GAVE PLAYERS TOO 
- | MUCH TIME TO THINK 


le characters 
ulation games 


oversee and command multi 


it was the title that convinced me 
didn’t have to be crap. 


mmm SHINING FORCE’S MOST 
inheritance from Silver Ghost is the gochakyara 


obvious 


(multiple character) 
like command of unit 
series’ battle system and 
satisfied Takahashi's desire 
for a truly engaging brand 
of tactical combat. Daring 


BEHIND THE SCENES SHINING FORCE 


IN Shining Force Gaiden: Final Conflict was never oficilly translated, 
bbut a fan-made patch is available online i you know where to look 


1 The 3D presentation of Shining Force Mallowed 
the story scenes fo play out with dynamic camera 
PF cxoles that dramatically followed the action. 
- 


that philosophy. | felt that the primitive battles 
in games such as Wizardry and Dragon Quest 
were enjoyable, but we introduced the notion 
Shining 
Force's tactical battles. However, in order 


of ‘distance and range’ to form 


to produce and hone 


battle system we 


had to go through an ine: 


ibly difficult period of 


This sad state 
to begin production of Sh 
battle system, but it was a labour of love and we team that had been decimated and, effectivel 


experimentation with trial-and-error procedures 
We overcame so many obstacles to develop that 


ended up deeply attached to it 


ad potential but no prior 


MEE Uniortunately for Takahashi, while players ven though they now had 
and critics universally appreciated his team’s fine as ack catalogue, Sega's "Wi The Shiniag Fae i Premium Dise is a groat 
work on Shining Force, Sega’s bosses were less reluctane avel of funding it gra Sian ie ets of cncoph ct 


tic. In part this was a result of differenc 
attitude and approach between the Sega 

managers Takahashi had in 
with and th 


- new additions to the administrati 


n | fort the 


perspective 
ration to stick 


sequel meat 


econon 


ially dealt 


who succeeded 


ojec 


We were in a real 
one by one transform 
from a modest game-loving o 
austere profit-obsessed corpor 
From 1990 on,” Take 
"Sega gradually became a k 


precariot 


explains, 
ger scale 


business, New manag 
and things started to 
Sega’s managers were r 
seen just as a small, unruly subsidiary 
things its own way, and because of that we wen 
forced out of Sega's main li 
point on, I felt that Sega had ceased to be a true 
software-orientated company.” 


+ 
>. A GAMING EVOLUTION 


prearermmm (Carel Say 


gained during 
Camelot's work 


were recruited Camelot President 
hange. WI 


placed, we 


carefully chose our stati 
ng Force II the 
er together. 
ntal CONTINUED > 


sear-based 
its multipl =. Shining F. 


jaracter system. Gaiden titles. 
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What makes 
[Shining Force] 

so extra special 

is that there is 

a real sense of 
control over the 
combat sections. 
Consequently I find 
myself wincing at 
every blow that my 
comrades take and 
cheering heartily 

at every fallen foe. 
Tt sounds crazy but 
then play the game 
for yourself and 
see if you don't do 
the same. 


i 


ne 


ah 


COEE 
aN 


y 


title where we improved the story and 
enhanced the game's ‘RPG-ness’.” 

Between 1992 and 1995, Takahashi also 

found time to oversee Camelot's production 


TYPES OF STORY 


of the Shining Force Gaiden series of Game 
Gear-based spin-offs. "We developed the Gaiden 
series as ai simpler variation of Shining Force - one 
that could easily be played on a portable console. At 
the time, I believe that a lot of games for handhelds 
were developed without much thought. But we 
wanted to produce a portable title that would be a 
genuine system seller, something that was more than 
just a ‘not bad for a handheld game' type of affair.” 
They succeeded in doing just that, and although 
the first Gaiden outing was initially restricted to a 
local Japanese release (a Sega publishing issue 
that would again hinder Camelot when it was time 
for the world to experience Shining Force II), it did 
eventually receive a translation as part of 1995's 
Mega CD compilation Shining Force CD. 

While Takahashi's aims at the outset of the 
Shining Force series’ development had been battle- 
orientated ambitions, the post-Shining 
Force II hardware migration from Mega 
Drive to Saturn — along with the maturing 
of Sega's core audience — meant that 

change was now essential. Specifically, 
Takahashi was aware of the need to give 
more attention to Camelot's storytelling, 
which had always been composed as an 
overarching, catch-all conceptualisation 
that included both the main Shining 

Force series and its different-name/ 

same-bloodline close relatives. In the 

mid-Nineties there was a distinct shift in 
style: the early-period narrative can be 
traced right up to Camelot's 1995 Saturn 
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debut, Shining Wisdom, but the following 
year's Shining The Holy Ark brought with it 
revamped, more complex tone. 


"Until Wisdom, the idea had been simply to 
develop a story that would attract a broad range of 
users,” says Takahashi “From Holy Ark on, the story 
and game world were redesigned to focus on the 
Satum players of the time. Japanese Saturn owners 
were generally in their late-teens or early-twenties 
The age group had shifted away from children, 
so with these Saturn owners as the focus, we 
constructed a world where the concept was ‘fantasy 
that can be enjoyed by adults’. This new approach 
led to a darker, deeper world than we had been 
creating for the ‘all ages’ category prior to Holy Ark. 
We started to work on the plot of a story that would 
be appropriate in such a world. 

Things moved up another notch once Camelot 
tumed its attention to the epic, triple-scenario 
Shining Force Ill. “We wanted Shining Force Ill 
to serve as proof to those users that we could do 
other types of story,” Takahashi remembers. “But 
on the other hand, we didn't want to reject those 
fans who had never complained about the good- 
against-evil story lines. In that sense, in order to 
appease both sets of fans, Shining Force II ended 
up as a compilation of the results of lots of trial and 
error.” The resulting game still told a story of good 
versus evil but radically allowed you to play from the 
perspective of ‘evil’ on its second disc, revealing that 
the definitions between the two werer't so clear cut, 
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SHINING FORCE 


Relative ‘The first two Mega Drive games had some 
ay wonder et het wos soy sploced by 
y oe TSledor work forthe US and UR release. 

melot's 


the Shining 
always been a little bit on 
the ambitious side, but 
the three-disc creat 


that no matter how many copie: 


never have been able to make mut 


I'm both a game creator 


© poorly by Sega in Japan. And it 


refusing to 
1g The Holy Ark. We had hoped 
his disappoint ing Force III scenarios would 
the case of Shi 
demotio: 
this n 


rationally, but our hopes weren't 
filled. Regardless, we made Shining Force III in 


who had 


at the time of SI 


management 


chaos,” reveals Ti 


you to fathom, but 
‘of Sega’s m 


il love 
e of that 
it's a game that has made me 


g Force Ill, peor 
the game. And becay 


series — was eje 
ine’ of games, 


received from S 


ya to produ genuinely happy 


And 


sgianes will the West ever get to 
happiness? It 
s of us not toask 
ing Force Il 
but Takahashi’s 


experience that san 
i have been remis 


would spend on the 
‘main’ games. 
he ultir 


prospect of a S 
remake) 


ation meant that 


to hear: 


did all of the programming, 
all of the music for the 


and produce: 


series, Sega maintains the rights 


y in the 
Awry smile speaks volume: 
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Dreameast Unbelievers 


Time for Camelot to leave Sega behind 
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IN 1990, ALEX Kidd, Sega's mascot at the time, sat shyly 
by, watching a very happy plumber jumping atop the world, 
MIME leading Nintendo to dominance. Sega needed an icon. And 
fast. Something that could catch up with Mario and halt his incessant 
jumping with a great big logo reading ‘Sega’. To this end, the company 
introduced an internal competition to design the new character that 
would rekindle their flame in the console war. AM8, Sega's Research & 
Development department, came up with a wealth of designs, including 
a Theodore Roosevelt in pyjamas, from which the Sonic boss Doctor 
Eggman would later be shaped; an armadillo, which became Mighty the 
Armadillo; a rabbit; «bulldog; and a hedgehog. 

To replicate Mario would instantly reduce Sega to a secondary 
position, behind Nintendo. Mario was a slightly humble, podgy and 
rather slow plumber who had taken the helm for running and jumping; 
in order to glean a fresh audience and a uniqueness in brand, Sega 
needed to move in the opposite direction, to produce a cool character 
for a fast and slick style of gameplay. This brought the character 
competition down to two: Mighty the Armadillo and Sonic the Hedgehog 
Both the armadillo and the hedgehog are capable of rolling into bails 
and are therefore adaptable to the gaming mechanic of the eventual 
title, but Naoto Oshima's Sonic was chosen for his ‘spiky’ features. The 
importance of this seemingly tiny detail is obvious: Sonic’s slicked-back 
hair is one of the defining features that make him cool - it is akin to 
many anime characters and a popular fashion - and has been used to 
give his spin-attack a circular saw-like visual that would not have been 
so effective with an armadillo. So it was that the slick speedster with an 
exuberance of ego and a restless taste for excitement was set loose on 
the world. Mario was fun; Sonic was cool 


yo 


As a mascot, Sonic the Hedgehog was important not just to his 
own game, but also to Sega as a whole. For this reason, Sega used 
aggressive marketing with Sonic unlike any other game of the time. It 
was a campaign that both matched and amplified Sonic’s persona: it 
had attitude. Even prior to his release, Sonic the Hedgehog was touring 
with the popular Japanese music group ‘Dreams Come True’, where he 
featured on the tour video trailer. But 1993 was the year of the hedgehog. 
That a memorable and busy 12 months saw Sonic sponsoring Japanese 
professional soccer team JEF United Ichihara, where he appeared 
kicking a football on the team's uniform; he was also employed by 
Formula One's Williams team, the car of which featured Sonic's white 
gloves and red trainers; and he even released 
his own comic book and cartoon series. Add 
to these the ‘Sega Sonic Popcorn Shop’, 
three junior book series, six games in the 
same year, the 'Sega Sonic Cosmo Fighter’ 
children’s ride, and the 65-oot tall Sonic 
balloon that debuted in 1993's Thanksgiving 
Day Parade and not only do you have one busy hedgehog, you also have 
the emergence of an icon in the public eye. 


lama IT IS POSSIBLE, however, that Sonic was not actually Sega's 
creation. A pamphlet that accompanied the Sonic Adventure 2 Special 
Tenth Anniversary Gift Puck tells the story of children's fiction writer 
Mary Gamet. The tale tells of Mary and her husband, who often worked 
away from home as a test pilot for the United States Air Force on a 
project named ‘Blue Gale’, the aim of which was to break the speed of 
sound. Mary had nicknamed her husband 'Hedgehog’ because his hair 
stuck up on end, like the quills of the animal, when he took his helmet 
off. The nickname inspired Mary to combine the Blue Gale project with 
the Hedgehog nickname and decorate her husband's flight jacket with 
a blue hedgehog mascot. This blue hedgehog then developed into 
stories that Mary would tell her children when their father was away. 
The hedgehog, which she named Sonic, was a hero who would save 
the world and protect the innocent people and animals from evil. The 
similarities here are more than obvious and though many doubt the truth 
of the story, itis difficult to reason why Sega would tell it otherwise. 

Wherever the creative flare for Sonic came from, he instantly became 
one of the most important creations in the industry. Sonic welcomed 
in a generation of platform-mascots-with-attitude - nearly all of which 
copied his anthropomorphism - and gave the platformer a new style 
and versatility. But above all, he gave the rare gift of cool. Before Sonic, 
platform characters were almost universally cute, bland, and devoid of 
personality. Then came the hedgehog: he wagged his finger, slicked 
back his hair, and sped through levels, beating up a fat evil scientist. 
Simply put: Sonic brought attitude to the platform game. 


What more can be said? Sonic The Hedgehog Wi Sonic The Hedigehog Zintroduced us to Tas 
‘saw the bith of Sonic ond the opening ofthe and provided Maga Drive with its biggest. 
floodgates for mascots with attitude. (grossing game ever at § milion sales 


IW Scnic & Kouclies gave us lock-on technology 
{tet cllwed you lo play entzely new games by 
hugging Sonic 2or Sone Tinto the cartsidge, 
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Sonic is most likely an 
African pyamy hedgehog 
sinoe that is the species of 
hedgehog shown in the US 
Sonic Adventure 2and Sonic 
Adkenture 2: Battle 
commercials, 


(One of the key emotive 
forces in design is 

colour. Where Mario mainly 
comprises warm, earthy 
colours, Sonic is « cool 
blue. This colour reflects 
Sonic‘s persona through its 
relaxing and carefree 
qualities, It is also, of 
course, the colour of the 
Sega logo. 


Sonic was 
initially codenamed 
Mr Needlemouse, 


Sonic's elongated facial 
features, spiky hair, thin 
eyes, and tiny black nose 
give him a slick and cool 
visual in contrast to Mario's 


rounded features. 


Sonic's gloves were on 


of two parts of his iconic 
Sonic's physical 


characteristics vary greatly in 
ferent titles. For his original 
design, Naoto Ohshima made 
him short and childlike, but 
Yuji Uekawe redesigned him 
for Sonic Adventure in 1998, 
with longer legs, a thinner 
longer spikes, 
een eyes. 


design that were shown on 
the 1993 Williams Forn 
(One team car. The other 
was his pair of trainers. 


Sonic is one fast 
purportedly ca 
speeds up to 761.2me 
known as ‘the fastest thing 
alive’. Therefore, these may 
just be the most resilient 
trainers known to man. 
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Perhaps the ony 20 chicken in history to have a 
ater han (the Allred Chicken 


tedious. Chickens, apparent, are Lacking nate 
too, which s perhaps why they are mre often tured 
ito vindaloo than gare 


TITUS THE FOX 


BUBSY THE BOBCAT 


JAMES POND 


Theidea of mxng James Bond witha goldfish 
seerringly brings satire to the anthropomorphic 
pat the character flows. By 


Everyone hates me 
Dull as ditchwater 

Bi inoffensive 

i Likeable 

super Cool 


COOLOMETER 


COOL SPOT 


JON HARE REVEALS 
THE DRIVE AND 
INSPIRATION — DIRECT 

a AND INDIRECT —- FOR 

ig ‘im, \ THE BEAUTIFUL 

GAME THAT BECAME 

,, SENSIBLE SOCCER 


a lk 
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by fans as a Ronaldo wink and a dive. 
In the early days, however, football 
games were radically different from one 
another. Developers tried hard to capture 
the spirit of the game and few succeeded 
as well as Jon Hare, who not only created 
Microprose Soccer in 1988, but also 


In some ways, Sensible Soccer then 
lost its way a tad. It had a couple of ill 
fated forays into 3D, but in 2004 a mobile 
version produced by Tower Studios was 
nominated for a BAFTA. More recently 
the magic of Sensible Soccer was 
rekindled when it was dusted down 
and spruced up for Xbox Live Arcade. It 
seems gamers just can't get enough of 
playing as tiny players on a pitch viewed 
from the sky. Not for them. it seems, 


seneaneneneneornesraseeeneerere 


THE SENSIBLE GAME: 


the realistic stadia, near photorealistic 

players and television-style commentary. 
If there is one thing Hare had on 

his side, it was his love of football. A 

Norwich City fan, Hare, now 43, is still 

a regular at Carrow Road and is still 


by Hare's own Tower Studios. “We're 
working on perfecting the controls,” he 
tells us. “The iPhone oifers a fresh way 
to play and it's an exciting platform.” 
And much of this is bom from his feeling 
that football games have become rather 
stale. “The feel of the game of football is 
being lost,” he laments. 

He is determined not to see true 
innovation in football videogames “do 
a Norwich” and become relegated, lost 
amid gloss and hype. He believes he 
made a truly great football game back 
in the day and he drew inspiration from 
the titles around at the time. In some 
cases, he looked at football games and 
dismissed them out of hand but even, 
in doing that, he helped to shape what 
became Sensi. And here he tells us how... 
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SUBBUTEO 


Released: 1946 Developer: Hasbro 
Format: Tabletop 


‘gm "IT MAY SOUND odd, but one of the 
major influences on Sensible Soccer wasn't 
even a videogame - it was Subbuteo. I used 
to play this game all the time as a kid and all 
of those small sprites, that viewpoint, the way 
the action unfolds can be seen in this finger- 
flicking game. 

liked the fact that you could buy Subbuteo 
players representing teams across the world. I 
wanted to reflect the world status in SWOS in 
particular and it's why we were the first football 
videogame to have blond-haired and black 
players and the first to represent the teams 
from over 90 leagues all around the world 
including Poland, Mexico, Yugoslavia, Indic, El 
‘Salvador and South Africa. In those days you 
didn't need the welter of licences that modem 
games companies are forced to wade through. 
And given that freedom, it was my intention 
to build a game anyone in the world could 
identify with and enjoy, and judging by the 
huge intemational fan base Sensible Soccer 
still has, it definitely worked.” 
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FOOTBALL MANAGER) 


Released: 1982 Developer: Addictive Games 
Format: Spectrum, CPC, C64, BBC Micro, Amiga 


yes, that's it. When this game came out in 
1982, it was really big. It really did start 
whole new genre of games and it was 


game in some way but the truth is that I 
didn't really play management games at 
the time. I did try Kevin Toms’ game and 
liked the basic principles, but that's as 
far as it went in terms of influence. 


elements of Mega Lo Mania. 
‘Sensible World Of Soccer was a light 
management videogame, but at the 
‘same time I dont think there has ever 
been a better player/manager game 
than SWOS. I've been a football fan 
ill of my life and like most supporters 
there is that feeling that you're more 
of an expert than you perhaps really 
are. However, | feel what went into 
‘management in the level of interactivity 
that we wanted with Sensible World Of 
Soccer worked extremely well, made the 
game fast, accessible and deep and 
reviewers and players loved it.” 


Sum "IT MAY SOUND like I am going 
through a bunch of games and slagging 
them off, but Artic Soccer...? It was like a 
tech demo. I played it, I thought hmmm, 
that's interesting and then I thought, 
well, you know, what's next? Because for 
me, that was it. Artic Soccer was nothing 
more than « game I could play once and 
quite happily never try again. 

It was this game which made me 
think about how a football game 
actually plays out in reality for 
videogame players. You essentially 
play a football computer game 
for up to ten minutes. It’s a short 


ARTIC WORLD CUP FOOTBALL 


Released: 1984 Developer: Artic Computing Format: Spectrum, CPC, C64 


or blasé and then you do it all over 
‘goin. But this can become very dull if 
there's nothing intrinsically in that game 
to keep you coming back for more. 

And what did this game have? It fell 
short on tactics, it had six players on 
each side and while there were extras 
associated with the game like a penalty 


shoot-out in the training 
mode, it didn't appear to 
have any use in the actual 
game because in the game there 
were no fouls. 

If there is one thing the game had 
going for it, it was tournaments. It is 
‘essential for a videogame to have 
tournaments because you 
want to have a feeling 
cof progression. You can't 
just play these games in 
isolation like friendlies 
as one-olfs, because you 
ultimately want some depth 
and a longer challenge - 
feeling of accomplishment.” 


1] 


Daveap Gea eae 
Format:|Sp 
Bees Spectrum, CPC; C64, 


(umm "BEFORE WE STARTED to work 
on Sensible Soccer, I hadrit extensively 
played many other football games. I know 
‘Match Day was a prominent game during 
the Eighties and its sequel was also well 
received, but I only played it a bit. And 


like suddenly finding yourself in a fight 
ina pub. If a guy walks up to you and is 
Joking for @ confrontation, then your mind 
begins to work overtime. You are thinking 
Jots of things at once — how to deal with 
the situation, how to get out of it, what to 
do if he throws a punch, when you need 
to be ready for that. And all the time your 
adrenaline is pumping. But have you ever 
played a fighting game and felt like that? 
Maybe in Fight Night, but it's rare. 

So likewise, have you ever played a 
football videogame and felt like you do 
‘when you've been on a soccer pitch? With 
games like Match Day, you definitely don't 
get that feel. There's no spatial awareness 
cand, like Emlyn Hughes International 
‘Soccer, it's too slow. We looked at this 
aspect and thought, right, we've got to 
produce a game with greater speed. 
Players have got to be able to use instinct. 
‘They just can't have this long on the ball. 
And so that's what we did with Microprose 
‘Soccer, our first football game. We created 


under pressure to act fast. Of course, this 
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ar system that was faster paced and put you 


Tehkan World Cup. In fact, all of our 
inspiration for Microprose Soccer was 
drawn from this. You only 
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up calling Microprose Soccerthe “best 
sports game on any format ever.” 
What we liked about Tehkem World 
(Cup was the top-down view, naturally, 
and the fact that it had simple controls. 
‘There was a single fire button 
and a large trackball, and 
you were able to control 
the direction and velocity 
of that ball with the 
trackball. So we worked 
hard on our game's 
physics to get the same feel. 
We had all of these bending 
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balls in Microprose Soccer and added in 
affertouch and rain, not to mention speed 


and-down versus side-on debate. I 


computers as more than just extensions 
of their television, cmd this willingness 
for players to work ai litle bit harder for 
their successes is the reason why Sensi 
became our most successful game and 
helped us to be named Developer Of The 


Year in 1992 and 1993. 

We've tried twice since to re-create 
‘the Sensible Soccer formula in 3D, but 
ultimately it just didn't suit and that 


EMLYN HUGHES 
INTERNATIONAL SOCCER 


touchline and kind of viewing the action. 
That's how you watch football, not play 


is why the older SWOS, 
Sensible World Of Soccer 96/97, is still Released: 1988, Developer: Audiogenic Software 
recognised by today's Format: 7 a 
eee Spectrum, CPC, C64, Atari ST, Amiga 
community as umm “IF I'M BEING totally honest, I thought 

the king of the Emlyn Hughes International Soccer was 

Sensible Soccer ‘slow, blocky and uncontrollable. I didn't like 


it at all. I just found it uninspiring, It was 
games like this that made me realise that 
side-on action in a football videogame just 
doesn't work. You simply cannot aim a shot 
properly when you're viewing a game from 
the side in this wary. 

When you think about it, aiming the ball 
and shooting, smashing that ball into the 
back of the net and being able to do so 
with some level of precision and skill, is a 
key component in football. So it figures 

that it has to be a key skill in football 
videogames. What we did first with 
Microprose Soccer and then with 
Sensible Soccer was take 
top-down view so that 
players could angle the ball 
and see where they were 
going to aim. 

We wanted to get 
‘away from this feeling 
that you were sitting 
in the stand or on the 


it. And while I agree that you dont play a 
game from above either, what that did was 
give you a chance to play tactically and 
get a feel for the overall play. Actually, you 
know, what makes a good striker and what 
makes a bad striker? In many ways it's 

the ability to squeeze that ball in between 
the post and, for me, Emlyn Hughes 
Intemational Soccer is a bad centre forward 
because it didn't give you that ability." 


| Emlyn Hughes’ side-on view is more reminiscent of 
passively viewing @ game of football than playing i 


KICK OFF 


Released: 1989 
Developer: Ocean Software 

Format: Spectrum, CPC, Atari 
ST, Amiga, NES, MS-DOS 


MN "BY THE time Kick Off came out, 
we had already created Microprose 
Soccer two years previously. Both games 
made use of a more top-down view 

and up-and-down scrolling from goal 
to goal, which I've always favoured, as 
you can tell. [liked Kick Off B was a 
good game, but it did have 
its flaws, particularly the 
inability to see the positions 
of your team-mates due to 
the directly overhead camera 
angle. What I admired was 
the scale of Kick Off since 

it used a big pitch. It has a 
ae eee, 


open up the public's minds to the 
concept of new control systems in 
football games, which we continued to 
develop with Sensible Soccer. 

The reason we also had small sprites 
and a bigger viewing area in Sensible 
Soccer was down to our style at the time. 
We first stumbled upon tiny characters 
and a bigger semi-overhead view of 
your environment when making Mega 
‘Lo Mania and once we discovered 
they worked we used them in Sensible 
Soccer, Cannon Fodder and Sensible 
Golfas well. 

‘Mega Lo Mania was the pivotal game 
in Sensible's history as a company. We 
worked very late nights, developed a new 
game look and structure and we played 
a lot of Kick Off as we were making it. 
The very first Sensible Soccer characters 
were actually Mega Lo Mania characters 
dressed in football kits running around 
Mega Lo Mania landscapes. We thought 
it was a good look after we did that, we 
kept exactly the same viewpoint and 
perspective and scaled the pitch around 
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it, The next thing to get right was 

the basic running speed. I spent quite 
while timing how long it would take 
to run these characters up the pitch, 
‘adjusting it so that it wouldn't be too slow 
but it wouldnt be too fast either. That 
was crucial for the pace and flow of the 
game, we had to get it just right. 

Td like to think both ourselves and 
Dino Dini leamed from each other and 
we both went on to better our original 
games with great sequels. They were 
times of great innovation in football 
videogames when you look back, and 
it was good to have these two top-down 
games vying for people's attention.” 
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SPEEDBALL 2: 
BRUTAL 
DELUXE 


Released: 1990 

Developer: Image Works 
Format: C64, Atari ST, Amiga, 
CD82, PC, NES, Master 
System, Game Boy, Game Boy 
Advance, Mega Drive 


(limi "I USED to love Speedball 2 You 
can see how, as different UK teams, we 


adopted similar managed players and 
menu systems to Speedball 2 You don't 
always have to look towards your own 
genre of game when producing a title. 
It's all about understanding what makes 
a.game, any game, so much fun and 
easy to navigate.” 
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FIFA INTERNATIONAL SOCCER 


Released: 1998 Developer: EA Format: Amiga, MS-DOS, Mega Drive, 
Master System, Mega-CD, Game Gear, SNES, 3D0, Game Boy 


SHIN "THERE'S ONE thing I have to get 
straight: Sensible Soccer was in no way 
influenced by FIFA International Soccer. 
This is a game I have taken years to 
accept as it was the game that took away 
Sensible Soccer's crown as the king of 
football games. For me, this franchise 
was also the beginning of the end of 
real innovation in football videogames, 
it took soccer titles away from focus 

‘on the actual gameplay itself and into 
the realms of flashy presentation, an 
‘emphasis of style over substance, this, 
in tum was to lead to an unrivalled 
predominance on side-on football 
games, which has continued to date. Did 
people really prefer a game where the 
ball was permanently stuck to the feet of 
players? In Sensible Soccer you had to 
chase the ball, choose whether or not 
to gather it, and then try to keep hold 
of it, that’s what we believed gave 
you a more playable game and 


stick to our guns. Although it 
has to be said that for the Mega 
Drive and SNES versions of 
‘Sensible Soccer we did find it 
necessary to stick the ball to 


it's still about controlling a team of 
players and passing it to various team- 
mates who you can then go on and 
control. Neither FIFA nor Pro Evo has 
slipped away from that. And yet you 

see first-person shooters going in the 
opposite direction, putting you in the 
shoes of the guy in combat. There are 
very few football games that use the first- 
person perspective - Football Superstars 
by Monumental Games being the 
notable exception - and in this case the 
control system, being so new, definitely 
has room for improvement. 

So, in general, what we have with 
football games now is a replication 
of the way television treats soccer. 
I's less about prioritising 
playability and more about 
trying to make games look 
like a televised match 
with on-screen graphics, 
commentary and so on, with 
some gameplay fitting in 

round the presentation 
demands. Developers 
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the feel of playing at all 
costs, more to focus on 
re-creating the television 
‘experience for the user, so they play 
the game as an involved member of 
‘the audience rather than as a time- 
pressured player with his socks around 
his ankles, this fact in itself is very 


a big match live on television or be out 
there playing in a local team or with their 
friends? Are the years of children never 
allowed to play out in the streets finally 
beginning to show in the nature of the 
games they choose to play?" 


Bl 
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The world’s most embarrassing (° acm 
arcade ports under the spotlight € 


ORIGINALLY ENVISAGED as a sequel 
to Street Fighter, Capcom's Final Fight 
expanded the horizons of the beat-‘em- 
up, taking the combat to a wide range of 
scrolling environments. It could never be 
described as a genre breakthrough, but 
it was a much more accomplished side- 
scrolling fighter than any other at the time. 
The variety of playable characters, the wide 
array of special moves and the staggeringly 
large, beautifully drawn and animated 
sprites all made Final Fight one of the 

most compelling arcade games of the year. 
Created at the dawn of the 16-bit age, Final 
Fight was converted to both generations of 
home games machines, but with the Super 
Nintendo famously unable to power an 
arcade-perfect conversion, 8-bit users could 
never expect a comparable experience. 


“Nothing hits harder” than the realisation that 
‘re about to risk a month's pocket money on 
something that could be awful. 
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WITH THIS and Street 
Fighter II, you have to wonder 
if Capcom ever managed 
to produce a decent arcade 
conversion on C64. This 
particular example was so 
shoddy that even the Spectrum 
version managed to outclass it in 
every possible way. Like Street 
Fighter, it forces you to load 
every single level individually, 
turning a fun romp through Metro 
City into a tedious crawl. More 
damagingly, the visuals are so 
bad that they go beyond mere 
ugliness and become such a 
confusing mess that it's difficult 
to tell exactly where you are or 
who youre fighting, the majority 
of the time. 


We have so many 


; EB 
questions about eee 


background has 


Cody. Why is 

V to be loaded 

te dressed ko Guy? from tape or disk, but 
vi its not exactly 

With the background? the wait. Most nok” 


Why the hell is his fist 
bigger than his head? 
And why, oh why, do his 
legs appear to bend in 


terrible and all have 

so little interactivity 

or change of pace/ 
direction that you might 
as well play the first 
stage forever, 


impossible ways when 
he does a flying kick? 


What You Should Have Played 


sie 


move, you need to 
push the stick while 
holding fire. Different 

aectons trigger 
different moves, but 
you'll just end up 
Waggling the stick and 
hammering the button 
most of the time, 


N 


eae ae 
\Burning Rangers couldn't save Sega's 
Saturn format from going up in flames, 

but that was only because the Rangers’ 
arrival at the scene of the disaster was too 
late. We talk with firefighter extraordinaire 
Takao Miyoshi about a late Saturn classic 


Yuji Nake: 
(producer) 
Naoto Oshima 
(director) 

‘Takao Miyoshi 
(game designer) 
Naofumi Hataya 
(sound) 
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BURNING RANGER 


© SEGA ENTERPRISES, LTO. 1998 
Lloved receiving mail from 
those you'd rescued once the 


Hoved this game. I played it 
ata time when I played every 
game to death, and this was no 
exception. [loved exploring the 
levels and trying different things 
on each playthrough. It was before 
its time. I think it's due for an 
update/remake, as a lot of people 
missed out first time around. 


Burning Rangers was great 
fun and felt very innovative, but 
it was definitely hindered by the 
hardware. It would be great to 
see what a game like this would 
be like if made today now that 
developers have a few console 
generations’ worth of experience 
at making 3D action games. 


Really, Sega should have just 
held onto it until the Dreamcast 
came out like it did with Shenmue. 
‘The Satum was already on its last 
legs and the leap in power would 
have been hugely beneficial 


REDLEADERSO. 
Burning Rangers stands the 
test of time as one of the best 
‘and most original games ever 
made and is a unique gaming 
experience from start to finish. 


Rangers was special as it came 
ata time when even the most 
fanatical Satum fans had given 
up the fight. It may have had the 
usual Satum issues, but I hadn't 
been as impressed by a game 
since Tomb Raider. 


human lives should be saved and preserved at 
any cost - was the Burning Ranger 


. 
lifesaving power, supplied with futuristic £ 
equipment. The sci-fi element of the game’ 


story 
establishes the Burning Rangers as a group of Earth 
defenders, working against threats such as a massive 
spaceship on a collision course with the planet 


In practice, this setting was used as a means of 
shoehorning firefighting heroes Shou Amabane, Big 
Landman, Lead Phoenix, and heroines Chris Parton, 
Iria Klein, and Tillis - the titular Burning Rangers 
team - into scenarios where fires and explosions 
were breaking out, buildings were collapsing and 
lives were being endangered. 

This was a deliberate ploy on Sonic Team's part, 
as Miyoshi explains: “Our first inspiration came from 
the explosion and building destruction scenes of 
Hollywood movies, We just wanted to describe { 
heroism of lifesaving in that loud, explosive type of 
setting.” Burning Rangers was the actualisation of that 
idea, a game driven by heroic acts and perpetuated 
by the thank-you notes of grateful survivors. 


"From our first concept draft,” Miyoshi adds, 
“we had this idea of creating a game 
as the theme of Burning Rangers, the player 
would have to rescue people. As one aspect 
of that idea, we wanted to incorporate the 
excitement and image of typical Hollywood 
films in our game, and to do that we decided 


. | IT WAS FORGOTTEN 
BEFORE IT HAD A 

CHANCE TO PROPERLY 
ESTABLISH ITS MERITS 


on a game style with heroic characters who 
would bravely negotiate explosions and fires 
in order to save lives. 


jumm IRONICALLY ~ AND REGRETTABLY in light of 
the Saturn's incidental role in the ultimate demise 
of Sega as a hardware manufacturer - Burning 
Rangers’ message of survival was issued too late 
in the 32-bit platiorm's lifetime for it to ever receive 
due gratitude from its host machine. Nine months 
to the day after Burning Rangers’ Japanese release, 
Sega birthed Dreamcast. Saturn was left behind 
and Burning Rangers was largely forgotten before it 


even had a chance to properly establish its merits. 
Its plight was further hindered by the indifference of 
many Saturn owners at that late stage in the format's 
life, when third-party support had all but evaporated 
and even its staunchest supporters in pr 
notably Emap's Official Sega Saturn Magazine - 
were about to be discontinued. 

However, Sonic Team's initial concept work on 
Burning Rangers began in the autumn of 1996 when 
the Saturn was still in with a realistic 


t — most 


+ 


jer than last (1 
f64-bit console race. Development of 
gers was swift, building on three- 
dimensional game production techniques learned 
during Sonic Team's work on NiGHTS, which was 
out of the door by May | 


ad: third) place 


However, in retrospect 
jo stamp the whole project as a misfortunate 


victim of bad timing. “From the initial planning stage 
to release, Burning Rangers took us about a year 
and a half,” Miyoshi recalls, “although the actual 


development and coding was done in less than a 
year. There were 31 people on the team: three game 
planners, six prograt twenty designers, and 
two sound producers.” 

Prior to beginning work on the game proper, Sonic 


Team's programmers and designers took care to 


evaluate the potential for fire effects and explosion 
routines, which were crucial to the complete 
realisation of Burning Rangers’ design brief. Although 
obviously limited by the modest rendering capabilities 
of the Saturn hardware, Burning Rangers’ blazes 


Vs 


>.A GAMING EVOLUTION 
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‘Buming Rangers website, which is 
‘emazingly now in ts tenth year 


+ 
We Are 
Burning 
Rangers 


WE ARE 
BURNING 
Rangers, 
included in 
the double 
jewel 
case of 
Burning Rangers’ Japanese 
pressing, was a three-track 
three-inch CD containing 
the theme song, penned 
by Naofumi Hataya, along 
with cuts of opening theme 
Burning Rangers Angel Of 
Fire, and ending theme I Just 
Smile. The full soundtrack 
CD (sold separately) now 
fetches in excess of ¥12,000 
on the Japanese game CD 
market. This is either a clear 
Indication of its scarcity or a 
consequence of the music’s 
magical pop-jazz-gum power. 
‘To quote from the wisdom 
of We Are Burning Rangers: 
“They will never let you 
down / Max power Burning 
Rangers / Wow / Don't lose 
your hope now”. 


retain a surprising degree of dramatic effect when 
seen today: blocky sprites are cleverly disguised 
with seemingly authentic patterns of 
transparency, and lighting effects, and the use of 
multiple tones of fire 

Miyoshi explains the impetus that propelled 
development beyond the initial Burning Rangers 
concept: "We spent quite a lot of time during the 
testing phase just checking how far we would be able 
take the flame effects — how pretty we could make the 
game's fires. In the first test ROM we produced, we 
were able to achieve some quite beautiful fire effects, 
so we felt we could go 

The great strength of 


ovement, 


this idea.” 


BEHIND THE SCENES BURNING RANGERS 


Tako Miyoshi remains at Sonic 
‘Team fo this day and continues to 
__ work on franchise tiles. Perhaps 
hell make a Buming Rangers 

emmy Sequel inthe butte, 


was its sprite-pushing power, 
handful of its 3D gam: 
produced in-house at Sega by its most 
talented teams — were technically proficient 


to the point of attracting envious looks from 
PlayStation and Nintendo 64 owner 
Andromeda's wo 


series; AM3's mightily impressive Sat 


THE GREAT STRENGTH 
OF THE SATURN 
HARDWARE WAS ITS 

on the Ranser Dragoon | SIPRITE-PUSHING POWER 


conversions of Sega Rally Champion: 
Virtual ON; AM2’s Aghters Megan 
Team's NiGHTS Into Dreams and Burning Rangers 
all provided powerful examples of 3D gaming on a 
2D-orientated format. 


games, wheth 
were as ambitious. “At that time there 
few games that used polygons in three-dimensional 
spaces for acrobatic 
exploration. I think Burning 
in that it did both of these thi 

lf anything though, Sonic Team was over-ambitious 
with its design work here. The frame rate was 
generally struggling to reach 30ips, and 
that did occasionally impact on control of the Rangers. 
As a result of frame rate issues and convoluted 
level layouts, Burning Rangers {elt disorientating, 


and permitted 


inconsisten 


This stage takes place inside a vast 
aquarium complex in New Zealand. With 
Chidten mecued and fires extinguished — 
oll thanks toa bit of help from a dolphin, 
| end.of level boss Undulatus is all that 


stands between the player and... Level 3. 
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even dizzying at times. By holding the Saturn 
Y button, it was possible to stand still 


i the environment 


controller's 
and take a 360-degree look aroun 
- a welcome feature that enabled the player to 


regain a sense of direction. However, this facility 
could only ever provide brief respite and was 
rendered dangerous because of the constant threat 
of fire breaking out in the vicinity of a stationary 
Ranger. Exacerbating the situation was the absence 
of a map. Sonic Team made a conscious decision 
to include such a feature - the payoff was 
spoken navigation assistance. 


mmm INSTEAD OF OFFERING any visible 'You 
are here’ style crutch, Sonic Team dispensed with 
years of adventure game tradition, replacing maps 
and diagrams with audible guidance from fellow 
Burning Rangers. Not only did this neatly emphasise 
the game's ethos of teamwork and support, but it 
also served to amplify the senses of tension and 
fear. Miyoshi elaborates: “We made a specific point 
of developing the game's sound — particularly the 
voice acting - and the audio navigation system in 
such a way that we could fully convey the sense of 
being in a 3D space, and of being caught up in a 
dramatic scenario.” 

By pressing X or Z, the player's Ranger character 
was able to call other team members for help, 
receiving instant responses along the lines of 
Keep on walking down that corridor and turn left 
at the end, but beware of flames bursting from 
the doorway’. This support was so important that 
Burning Rangers’ first loading screen carried a 
reminder to war players that the game featured 


an audio navigation system and was therefore best 
played with the sound on. 

In the final build of the game, professional 
voice actors played the roles of the Burning 
Rangers and those rescued by them 
(inevitably the Japanese cast and script generated 
a significantly more assured CONTINUED >. 
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HE CO UTO : 


They 
SEsidlooo 


Each stage features 
some intricate and 
visually astounding 
level design, with 
Sonic Team pulling out 
all the stops to create 
some incredible set 
pieces, the likes of 
which Saturn 

owners have never 
seen before 


Sega Saturn 
Magazine, Issue 29, 
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performance than the dodgy translation and 

English dub of the PAL release), but Sonic 
Team had to make do with its own placeholder 
sound files during development, as Miyoshi wryly 
reminisces. “We had a lot of fun with the alpha and 
beta versions of Burning Rangers, as we sampled 
cour own voices for characters in those builds. It was 
really amusing to hear close friends and colleagues 
crying for help and saying things like, "Thanks for 
rescuing me’ and ‘Tm still scared’." 

Rescuing the helpless was a significant aspect 
of the game, and Sonic Team made a point of 
emphasising the communication between the 
Burning Rangers and the beneficiaries of their 
lifesaving services, where those rescued would write 
notes of gratitude and send passwords — which 
could be used to unlock special game features - as 
virtual presents. Miyoshi’s favourite aspect of Burning 
Rangers is the correspondence between these two 
parties: “I really like the fact that you receive emails 
from the people you've rescued, and also the way 
things are set up randomly so that you can receive 
passwords after rescuing ‘rare’ victims.” Among 
those to be rescued were Sonic Team leaders Yuji 
Naka and Naoto Oshima, and soundtrack composer 
Naofumi Hataya. 


prior 
te Lovel | ensured that the player 
mastered the unusual controls and acrobatic 
character movement before entering red-hot 
danger zones. The lectures here wore fully voiced, 
setting a precedent for the rest of the game. 


The music employed in Burning Rangers 
was in many ways typical of mid-Nineties 
Japanese anime soundtracks: bursting 
with positive thoughts (see We Are Burning 
Rangers) and overloaded with synthpop 
flourishes. “Naofumi Hataya composed his 
music to suit the overall game concept,” 
Miyoshi reveals. “Rather than writing 
pieces in reaction to specific scenarios. The 
soundtrack was actually re-written several 
times during the development of Burning Rangers, so 
the audio work gradually began to evolve alongside 
the team’s production of the game itself.” 


jmm OTHER NOTABLE FEATURES of Burning 
Rangers included the game's use of colour coding to 
explain the severity of individual situations, whereby 
the status of doors (ranging from accessible, 
inaccessible and requiring a switch to be hit to 
open them, and locked) could be ascertained with 
glance at the colour of the doorway - with blue, 
yellow, or red each signifying something 
to the player. Similarly, the strength of 
fires was linked to the colour of the 
flames (orange, blue, green, or pink), 
and areas where heat was building up in 
or behind walls were likewise described 
in various tones according to the level of 
danger presented 

Control of the Burning Rangers was, 
as Miyoshi puts it, "Acrobatic”. A quick 
tap of down on the D-pad/analogue 
pad (see Analogue X Digital) worked to create a 
nifty backward somersault, for example, which was 
endlessly useful in escaping from sudden bursts of 
flames. Interestingly, Burning Rangers pre-empted 
Ocarina Of Time's automatic jumping system to 
remove the danger of accidentally falling through 
small-o medium-sized gaps in the flooring, although 
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Game Designer 


THE MUSIC WAS 
TYPICAL OF MID- 
NINETIES JAPANESE 
ANIME SO’ 


TRACKS 


each of the Burning Rangers could jump (and 
boost in mid-air to perform a double-jump) in 
order to scale higher locations. 

Despite this, Sonic Team had gameplay ideas to 
spare once the final Burning Rangers ROM had been 
sent to the disc-pressing factory. A combination of 
time restraints and hardware limitations meant that 
some promising features were ultimately impossible 
to work into the game, “We really wanted to include 
more set pieces that showed the teamwork of the 
Burning Rangers," Miyoshi admits. “For example, 
in one scene where Shou was trapped in a small 
room, we were planning to suddenly give 
the player control of Big Landman, who 
would have needed to enter the room 
from an adjacent area by destroying 
the wall between him and Shou, and 
then Big would have secured an escape 
route for Shou. We wanted to include a 
system where brief side stories such as 
this would be collected." 

In the end, as it contained only four 
levels, Burning Rangers drew parallels 
with NiGHTS for its assumed brevity. But the notion 
that Burning Rangers and NiGHTS failed to offer 
a sufficient volume of gameplay is quite ludicrous 
— both games could be replayed in imaginative 
and interesting ways, and both used lettered 
grading systems to provide clear incentives for self- 
improvement. Burning Rangers even went so far as 
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Sega's cure: 
a lot of sense, with NiGHTS being remade on 


PlayStation 2 but only released in Japan, and Sega 
Bass Fishing being remade... full stop. Bu 
no doubting the fact that Sega deserves more 
Burning Rangers, and if that nece: 
in some form, so be it. 

I's surprising that subsequent games have 
generally neglected to use sound in such an 
uncompromising way as pioneered by Burning 
Rangers. Only Soundvoyager - released in 2006 on 
Game Boy Advance as part of Nintendo's Japan- 
exclusive bit Generations series — springs to mind 
as ct game outside the rhythm-action field that forces 
its players to listen in order to progress, and that 
experiment also worked wonderfully well. Similarly 
the rescue-survival theme in such a humane form 
has largely disappeared, with only Irem’s very 
enjoyable Zettai Zetsumei Toshi games managing 
to vaguely replicate the heart-warming nature of 
Burning Rangers. There are many lessons that can 
be learned from Burning Rangers for players and 


jates a remake 


developers alike. Perh 
time, or maybe its time is yet to come. 
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BURNING RANGERS 


Buming Rangers wos tully compatible with 


the Sctum's 307 analogue contrller but Sonic 
"Team's priosity in development was to calibrate 
the game fr effective control with the standard 
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Controller design decisions 


ALTHOUGH IT NEVER became a standard in the manner of @ 
Sony's subsequent Dual Shock or Nintendo's N64 controller, 
the Saturn's analogue controller (curiously described by 
Sega as a “3D controller”) was originally built for use 

with NIGHTS but was also fully compatible with Burning 
Rangers. We ask Takao Miyoshi whether Sonic Team 
designed Burning Rangers primarily for the standard Saturn 
controller, or for the analogue pad. “We developed the game Ai 
with the normal Saturn controller in mind, to make sure it "~ 

was fully playable with that. That was our priority,” clarifies 
Miyoshi. Strangely, we reckon the game has always felt 
more natural when played with the analogue controller 
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The history of Apple gaming 


games" explores Apple’s 
chequered gaming roots, from 
the Apple II through to 


NOVEMBER 2006. THEN-Palm CEO Ed 
Colligan makes a statement about 
Apple's iPhone that will forever haunt 
him. “We've leamed and struggled for 
i few years here figuring out how to 
make a decent phone,” he said. “PC 
guys are not going to just figure this out. They're not 
going to just walk in.” 

But Apple surprised everyone and did just that; 
and the iPhone laid the groundwork for a gaming 
revolution — removing the ‘phone’ led to the iPod 
Touch. Adding the App Store resulted in thousands 
of games being released via a flourishing ecosystem 
reminiscent of the Eighties indie games scene and, 
what's more, millions of happy consumers were 
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the recent success 
of the App Store 


buying more games than ever before, due to their low 
price points. 

Seemingly from nowhere, Apple is a major player 
in gaming. But, again, should we be surprised? 
Apple's success might well seem a combination 
of fluke, digital distribution marketing sawy and 
aggressive expansion into the mobile marketplace, 
but Apple has always dipped a toe into the murky 
waters of videogaming. 

Apple's beginnings were in the hobbyist market. 
Co-founder Steve Wozniak had wowed by designing a 
Breakout prototype so technically advanced that Atari 
had to double the number of chips to manufacture 
the game itself. Wozniak’s technical savy then 
birthed the Apple I, a basic home computer where 
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the user had to supply a keyboard, monitor, 
transformer and case. 

The Apple Il arrived a year later and offered high- 
res graphics, sound capabilities and, importantly, you 
didn’t have to put the thing together yourself. “At the 
time, I thought computers were the coolest thing in the 
world, and I was a videogame addict,” recalls Brian 
Greenstone, founder of Pangea Software. “The Apple 
Il was the PC of its day, and it was the platform to 
work on.” He recalls not disliking anything about the 
machine, but admits the bar was set low in the late 
Seventies. Just having black, white, blue, orange, 
green and purple was plenty back then, and 
the basic audio seemed magical. The best 
thing was you could tum the Apple II on and 
start writing BASIC. Doing assembly was easy, 
too, because the 6502 only had a handful of 
registers and commands.” 

The platform also fascinated a young John 
Romero, who says early Apple Il games he 
sampled - David's Midnight Magic, Castle 
Wolfenstein, Gorgon, Sabotage - made 
him want to learn to program. "It was a wonderful 
machine, and | saw its limitations as challenges to 
overcome. It was rewarding working with a computer 
that rewarded you more when you put time into 
learning it. [loved how much there was to learn, from 
the ROM to DOS/ProDOS to 6502 coding to advanced 
techniques for rendering. To me, the Apple Il was 
pure magic.” 


MMB DAN GORLIN, CREATOR of Choplifter, wasn't 
so enamoured, saying he "in a way disliked everything 
about the Apple Il," complaining about the 
lack of any means to make music or sound 1 
effects other than with the CPU, so everything 
had to stop while sound was being made. “But 
one thing I did enjoy was having absolute 
control over timing. Everything was real-time — 
no hardware interrupts or other programs running - 
so you could polish timing perfectly.” Romero reckons 
the Apple II's “peculiar limitations” merely dictated 
the kind of games you could make, as he says: "Other 
platforms, like the C64 and Atari 800, were superior 
for action games, because they had hardware for 
graphics and sound. But the games looked similar, 
because they were 
rendering through the 


1 The Bungie guys released the 
“Marathon télogy as freeware in 2004 
Point your browses at tp: 
tilogyrelease bungie org 
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same API, the same graphics chip. The Apple I had 
no hardware for that, so programmers had to invent 
their own ways of getting graphics on the screen.” 
Romero says varied approaches led to a vast 
array of rendering techniques that provided you with 
unique identification of a programmer — you could 
tell who wrote each game. This, he thinks, made the 
Apple Il a platiorm where a creator could express 
their creativity, with a very open canvas. And while 
other platforms surpassed the Apple Il in the games 
market, Apple’s machine still had plenty to offer: 
various Ultimas, Night Mission Pinball and Pinball 


“THE APPLE I 
OFFERED HIGH-RES 


GRAPHICS AND 
SOUND CAPABILITIES” 


Construction Set, Flight Simulator, Star Blazer, 
Karateka, Lode Runner, Choplifter - all great 
games at home on the Apple I. 

As the Apple Il aged, Apple updated the line, with 
the Apple Ie in 1983 and the Apple IGS, a 16-bit 
offering that retained backwards compatibility with its 
forerunners. However, despite a loyal user base, the 
platform was gradually eclipsed by the Macintosh. 

Not everyone made the leap. Gorlin recalls obvious 
contenders at the time for the next gaming platiorm 
were the Mac and Amiga, but the Mac's black- 

and-white display put him off. Romero adds 
I | that Apple's success in the publishing industry 

caused Macs to become ‘typecast’, and many 

Apple games developers made a surprising 

jump to the PC. Greenstone recalls the same, 

as he says: “It was weird - in high school, no 
one would use a PC, but in the late Eighties everyone 
ditched Apple Ils and bought PCs." Wanting nothing 
to do with command-line interfaces and “primitive 
graphics and audio on the PC,” Greenstone decided 
the Mac was the technical winner, but Apple's support 
for videogames was decidedly sporadic. 

Craig Fryar worked in evangelism at Apple in 
the early Nineties and recalls that the late Eighties 
saw a strange strategic decision from Apple. The 

company opted to concentrate on 
the professional market at the 
expense of hobbyists that had 
made the company a success in 
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the first place. "This undercut Apple's credibility 
and ability to attract software developers. Apple's 
corporate focus put a dampener on things. 

Despite apathy from Apple, and a worry from 
the company that significant investment in gaming 
would make people perceive Macs as ‘toys’, gaming 
on the platform wasn't entirely defeated. Fryar and 
like-minded colleagues convinced management 
that spreadsheets alone couldn't show off hardware, 
but graphically intensive applications - games — 
could. "Things changed. I started putting together 
engineering support and secured $150,000 of systems 
to feed to developers, in exchange for them showing 
off hardware features,” recalls Fryar, citing Hellcats 
Over the Pacific from Graphic Simulations, which 
offered a three-monitor version, highlighting the 
Mac's multiple monitor capabilities. 


MMM THERE WAS A resurgence in Mac gaming. 
Mae-specific gaming labels were set up to make a 
better job of Mac games and bring top titles to the 
platiorm. Bill Dugan, then a producer at Interplay, 
says the company recognised common problems with 
Mac games. "In the Eighties, videogames were 
developed on a lead platform, released immediately 
and ported to whatever platforms would sell,” he 
recalls. "But with the Mac, Amiga and ST, they had 
better graphics and a different visual interface, based 
on pointing and clicking, whereas most people still 
used keyboard commands. Mac games were often 
direct ports, lacking mouse interfaces, or had ‘fake’ 
mouse interfaces to click on keyboard command 
equivalents, so in the lower levels of code the 
programmer could use the same UI they'd written for 
the C64 or PC.” 

Noticing how influential Mac publications rallied 
against such shortcomings, Brian Fargo, president 
of Interplay, realised that by spending more effort on 
presentation, user interface and graphics, Interplay 
could make its games more attractive to Mac 
owners. “An important part of this was a ‘line look’ at 
retail, and so we created the MacPlay brand,” says 
Dugan. “Brian envisioned Mac owners walking into 
@ computer store and seeing rows of MacPlay 
games. Although the Mac category was small, iil 
he thought we could dominate it, since nobody 
else was doing this. And a block of games 
would help us sell it into retail, at a time 
when most stores were becoming 
reluctant to buy Mac games.” 
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Try these standout games for ancient Apple systems 
Night Mission 


Romero describes this pinball game as "Bruce 
Artwick’s masterpiece,” and who are we to argue? 
It might not look much today, but Night Mission's 
table design is timeless, and clever blurring 
effects bring some serious speed to the game. 
Artwick also created Flight Simulator, which 
evolved into Microsoft Flight Simulator. 


Choplifter 

™ Dan Gorlin’s helicopter rescue game became 
popular enough to escape its Apple Il roots and 
be ported to several home platforms of the day, 
and also to the arcades. Great graphics and 
sound (for the time) combine with perfect controls 
to make a top action game. And while the game's 
simple, saving all 64 hostages is challenging. 


Lode Runner 


1 Starting out life on mainframes, Lode Runner 
came to life on the Apple Il. Doug Smith’s first 
crack at the game proper was the unreleased 
Miner. Rejected by Braderbund, Smith polished 
the graphics and controls and Broderbund 
changed its mind. Oddly, there's no iPod Touch 
version, but one exists for clickwheel iPods. 


Dark Castle 


This 1986 platform game designed by Mark 
‘Klax’ Pierce remains a firm favourite of everyone 
we spoke to. Its hard-as-nails, uncompromising 
gameplay means it today comes across like the 
Mac equivalent of Jet Set Willy. But if you can 
persevere, it's a decent game with wonderful 
graphic design and amusing samples. 


Prince of Persia 


1 The series began life on the Apple Il, but the 
original game's creator Jordan Mechner favours 
the Mac port. Programmer Scott Shumway went 
ail out, creating multiple graphics sets to ensure 
the game was optimised for mono and colour 
Macs. The attention to detail meant it was a top 
seller — even outselling the PC release. 


Marathon 


™ This 1994 first-person shooter laid the 
groundwork for Halo. Unlike similar products 
from the early Nineties, Marathon provides an 
engrossing story throughout, told in chunks via 
computer terminals peppered throughout the 
game's atmospheric levels. While Marathon 
looks clunky today, it still plays well. 


Like programmers on the Apple 
afl 1 Dugan and co took advantage of 
the platform's perceived limitations. "Graphics 
were a brighter spot for Mac games than you'd 
expect, because early Mac black-and-white monitors 
made it unconscionable for a publisher to simply 
copy and paste graphics from another platform — you 
would have ended up with a lumpy, dithered mess 
of unacceptable grey. Therefore, almost everyone 
re-created graphics for the Mac version. Strangely, 
subsequent colour Macs made a few developers 
create games that looked worse than necessary, 
because a publisher decided the Commodore 64 
graphics looked fine on a Mac!” 

No such problems afflicted MacPlay, which worked 
on many notable ports. "I liked our Mac versions of 
Out of This World and Wolfenstein 3D. Our graphics 
looked great at all the window sizes we offered, 


during a time when many games just had 320 x 200px 
windows and a mode at 640 x 400 that just doubled 
Jordan Mechner the pixel sizes.” 

Meck 7 someone Interplay wasn't the only company noticing the Mac 
Scena candice oddcaenten ~ other labels started porting the best PC games. 
and toll of Po : MacSoft president Peter Tamte says the label was 
founded in 1993 primarily due to his own frustrations. 
Silas Warner "I wanted to play more games on the Mac! So we 
Warner's Castle Well , ath shoot approached big publishers to license their best 
along games. After showing how profitable these games 
acini ele ranaet: — were and how the original publishers were getting 
athe platters . new fans without diluting their brands, we could 
bring more games to the Mac from a wider selection 
of publishers.” 
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Jo Funner payne ot nitators and NH IT WAS A time of relative prosperity for Mac 
games companies. Sales and visibility of Mac games 
increased, and Fryar thinks, given the constraints 


evangelists were working within, they couldn't have 
Brian Fargo done a better job. “The gaming community was a 

bl veoesae rep ce em ‘ willing partner in wanting to support the platform,” he 

ore games lo the Mac plate. Mex says. “They saw the creative and consumer segment 


Apple had a history in and had excelled at, and 
responded well to the attention we gave them in 


Peter Tamte supporting the platform. 
te divisi o a qua But as the Nineties progressed, things again 
i 7 headed downhill. Apple was never truly dedicated 

to the gaming space, and hadn't created affordable 
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1 Crystal Quests a fast paced 
‘mouse controled collection/shooter 


‘game, originally released for the Mac 
in 87, 


{ Karatekcron the Apple Il was one of 
the earliest videogames to integrate 
‘nematic cutscenes. 


This 
educational 
, designed to 


teach children 


about the life 
of 19th Century 
pioneers, twangs 


the nostalgia strings of aged Apple 
thoplifter update. Ti gamers, having made its mark on the 


entation up to date but leaves the 
intial purchase. original gameplay intact. 


the company’s three-way firing and a gorgeous night/day Apple I. The update from Gameloft brings 
ia ycle confirm the pre 


hardware attuned to showing off the platform for 
high-end entertainment. Publishers increasingly 
snubbed Apple's ‘consumer’ hardware, due to these 
high price poinis. Once again Apple pulled back 
on the consumer side, and a vicious circle became 
increasingly apparent - a declining installed base 
led to lower sales, causing games publishers to 
ignore the Mac. 

Over time, the number of major original Mac titles 
dwindled, For every Marathon there were dozens of 
titles on the PC. “We say ‘games sell systems’, and 
the gamers’ games were getting invented on the PC," 
says Dugan. "id Software released Wolfenstein 3D on 
the PC in 1992 and Doom in 1993, and the budgets 
kept creeping up. The PC was always the lead 
platform.” Despite Apple being asked to fund 
Mac game development to attempt to expand 
the category, it never did. 

The contrast between Mac and PC became 
stark. Mac games were fewer in number and 
arrived later. It was common to see new games 
arrive for the Mac as PC originals reached the 
bargain bins. The later availability of games 
started driving gamers from the platform. 

In 1996, the Pippin (see ‘Rotten Apple’) 
cemented a belief that Apple simply didn't 
know what it was doing regarding gaming, 
and financial problems elsewhere within 
the company had driven it to the brink of 
bankruptcy. ‘A big transition away from the 
Mac occurred,” recalls Greenstone. “Developers lett 
in droves, and when Apple recovered there was no 
one left aside from a few groups of people porting 
old PC games to the Mac.” For Greenstone's Pangea, 
this position could be exploited. “We stayed around 
and pretty much owned the market for a period of 
time.” And so the indies plugged the gaming gap as 
best they could with original IP occasionally battling 
infrequent big-name ports that came to the platform. 

Dugan thinks this sorry state was of Apple's making: 
"The original Mac crew didn't think games were 
important compared to other types of software, and 
the price tags of Macs in those days were suificient 
to make this point. The ‘consumer’ colour Macs 
were slow and expensive compared to PCs, and so 
consumers voted with their feet and went elsewhere.” 


[ 
< 
Myst 
© This graphic adventure 
ent from being a surprise 
success on the Mac 
holding the ‘biggest selling 
PC game’ record until The 
‘Sims arrived. The handheld 
wn is perfectly 
reassembled from the 
original, although at 0.5G! 
rou'll need plenty of space 
on your device to play it 


Crystal Quest 

@ On Macs, Crystal Quest 
plays like a crazed version 
of Robotron, without the 
luxury of dual-thumb 
controls. This remake does 
the same, replacing m: 
controls with the devie 
accelerometer. Collect the 
crystals, shoot the bad guys 
and try not to die - easier 
said than done! 
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TODAY'S APPLE IS far from the confused, 
fragile company of the mid-Nineties. Steve Jobs 
retumed, became CEO in 1997 and set about ruthlessly 
streamlining Apple's offerings. This time, the company 
wasn't ‘professional’ or ‘consumer’, just one that offered 
great, usable products across the board. 

The iMac revitalised Apple's fortunes in home 
computing, and the iPod revolutionised the portable 
music-player market. Recently, the iPhone and iPod 
Touch tuned Apple into a major player in gaming, 
and even if, as Fryar claims, "by necessity Apple had 
to address the entertainment requirement of the mobile 
market,” it's a nice side effect to have thousands of 
games to play on Apple mobile hardware. 

But how much of Apple's handheld device 
success will rub off on the Mac itself? "None 
whatsoever. The platforms are too different 
iPhone may steal away Mac games developers, 
but it won't spawn new ones,” claims Greenstone, 
adding that Pangea Software, which left the 
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“THE IPHONE AND IPOD 
TOUCH TURNED APPLE 

INTOA 
IN GAMING” 


MAJOR PLAYER 


Ambrosia founder Androw 
‘Welch enjoyed programming and 
‘wanted more Mac games. His 
frat release, in 1983, was Astroids 
tribute Maelstrom. 


Mac games market in 2006, won't be returning. 
Tamte also cites the “horrible state of Windows 
gaming,” saying piracy, low-end graphics hardware 
and the explosion of console gaming means PCs are 
no longer where the big bucks are. With fewer great 
Windows games to bring to the Mac, he thinks the Mac 
will suffer. 

Others are more optimistic. Gedeon Maheux of 
developer Iconfactory reckons as the Mac's market 
share continues to grow and the iPhone draws more 
people to Apple products, demand will mean more 
games for the platform. And Romero concludes with 
a simple reminder to anyone considering Apple in its 
various flavours for gaming, as he says: “Apple makes 
hardware for gaming - it's that simple. Now 
everyone just needs to support it.” 
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SimCity The Secret of 
@ Embraced as a Mac Monkey Island 


original, SimC: © The Mac was a launch 
a much-loved platform for Lucastilm’s 
SCUMM favourite in 1990. 
version is based on SimCity 
3000, released for the Mac 
in 1999. Despite a slight 
iffy interface and some 
tability issu still a 
worthy purchase for fons of 
the genre. 


edition and classic 
modes at any time. 
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Advanced Photos! iPhone App Directory vol 3 


hop Your Digital SLR 
Premium Collection vol 4 The latest collection of iPhone Starting with the basics, this Camera vol 4 
256 pages ofexpert Photoshop andiPodtouchappsarereviewed _ essential guidewillteachyouhow 256 pages of DSLR advice. 
tutorials, in-depth interviews here including the very best for tomaster all aspects of switching Master your SLR, learn shooting 
and technical info on using iPhone 3GS, withevery AppStore to Macincluding OS X, Snow skills, fix your photos and expert 
Photoshop's tools. category featured inside. Leopard, Mail and Safari. advice on the best camera kit. 


The world’s best c 
to collect and kee 


Tips, 3D Art & Design vol1 iPhone App Directory vol2 iPhone Tips, Tricks, Apps 
ks & Fixes vol 1 The essential companion for All-new apps are featured in this and Hacks vol1 
Theultimate guide to Photoshop —_ anyone into 3D and rendering. second volume of the hugely Get the most out of your iPhone 
cheats! This fun guidewillshow _Coversallaspects and major successful iPhone App series, with this fantastic bookazine 
you how to get the results you programs with incredibly detailed  coveringevery appcategoryon _ detailing all youneed to know. 
want from Photoshop fast! tutorials and guides. Apple's Appstore. Slick, accessible —_a must for all. 


Prices may vary, stocks are limited and shipping prices vary 


Photoshop 
creative tior 
Sina As 


iPhone App Directory voll Photoshop Creative 

Your guide a the best Collection vol et 
applications foriPhoneandiPod 256 pages of excellent creative 
touch, with over 270 apps and Photoshop tutorials featuring 
games reviewedandeveryApp _accessibleandeasy-to-follow 
Store category covered. step-by-step guides. 


Web Design vol 5 
The digital creative's guide to 


Flash, Photoshop, Dreamweaver, 


CSSand WordPress with 
technical advice to create better 
online projects. 


Beginner's Photoshop vol 1 
This inspirational book covers 
over 50 creative Photoshop 
projects in an easy-to-follow 
format complete with over an 
hour of video tutorials on the disc. 


eative bookazines 


inner’s Photoshop vol 2 
This second volume covers over 
50 new inspirational Photoshop 
projects inan easy-to-follow 
format complete with over an hour 
of video tutorials on the disc. 


Beautifully crafted guidebook to 
getting the most from landscape 
and outdoor photography work 
including masterclass guides. 
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iLife Genius Guide vol 1 
Easy-to-follow256-page tutorial 
guide to the complete suite 

of AppleiLife appsincluding 
iPhoto, iMovie, iDVD, Weband 
GarageBand. 


The creates Paraiba to Mar, Phone ard tad 


The Ma Mac Book vol 5 

256 pages of features, tutorials 
and guides covering all the iLife 
apps. Plus: Guides for the iPod, 
iPhone, iTunes, iWork and Mac 
OS X Leopard. 


@ IF THE LONG-RUNNING Final Fantasy series has one 
distinguishing feature it's the fact that each of its 14 
landmark entries is a completely self-contained episode, 
never repeating characters, setting or story from one game to the 
next. Starting with a clear slate each time, there are few constants 
that tie the series together: the customary use of the names Cid, 
Biggs and Wedge, the reappearance of certain species such as the 
Moogle and, of course, the Chocobo. 

Introduced in 1988's Final Fantasy II on Famicom, the Chocobo 
appears in just one forest and can be used as a quick mode 
of transport in the local area. Standing in for horses, which 
appear extremely rarely throughout the series, the yellow-feathered 
bird made for a much more imaginative steed that perfectly fit 
Squaresott's unique interpretation of the typical RPG universe. 

As that first Chocobo gave Final Fantasy IIa personality distinct 
from any other RPG of the time, it was no surprise to see the chirpy 
yellow mount reappear in nearly every subsequent title. And with 
each appearance, the significance of our feathered friend increased 
With more Chocobo forests cropping up in the game worlds, it 
became easier to find a bird and use it to travel over the continent 
~ the bonus being that their use negates random encounters. 

Subsequent games allowed you to fight against rogue Chocobo 
or even summon them to aid with powerful attacks in battle. Final 
Fantasy IVon the SNES introduced new breeds of Chocobo, signified 
by either white or black plumage, that each benefited from their 
own unique abilities. But it was the epic Final Fantasy VII that most 
fleshed out the role of the Chocobo in the Final Fantasy universe. 


Final Fantasy VII was, for many Europeans, their first taste of the 
JRPG and therefore their introduction to the loveable Chocobo. And 
what an introduction it was, as Squaresoft spent more effort than 


iconic 


WEE T. 


ever before to make the Chocobo an integral part of the experience 
with Final Fantasy VIL For the first time, players could catch wild 
Chocobo and keep them in stables for future use. Here they could 
be crossbred with other Chocobo and fed different types of food 
in order to breed new colours including blue, green, black and 
even gold. Each of these breeds featured unique abilities, the blue 
Chocobo could run through water, green could traverse mountains, 
black Chocobes could do both and the gold Chocobo could do both 
while also being able to cross the ocean. 

Aswell inheriting all-terrain skills, the different-coloured 
birds could also be put to use in the Chocobo Races at 
the Gold Saucer resort, which had to be won in order to 
complete a major part of the main quest. Just being able to 


breed the best Chocobo required hours of experimentation 
between the different variables of the two Chocobo mates 
and their food. So, it was hardly surprising to see lengthy 
and detailed breeding guides turn up on the internet and in the 
gaming magazines of the day. 


(9H THE COMPLEXITY OF the Chocobo's gameplay was mercifully 
reduced in future games, but the bird remained no less popular. 
In 1997 the creature received its first spin-off game, Chocobo's 
Mysterious Dungeon, which put you in control of a bird called Poulet 
a roguelike RPG. A sequel followed, as well as a Mario Kart-style 
racing game, a DS mini-game collection called Chocobo Tales and 
a recent return to the dungeon genre on WiiWare. 

Chocobe's spin-off games saw the cute bird made even more 
cute and cartoonish, attracting a younger audience and allowing 
Squaresoit to make millions in kid-friendly merchandise. In the 
main Final Fantasy games, however, the design remained relatively 
realistic. And as the series crossed over onto PlayStation 2, the 
creased power of the hardware brought more sophisticated visuals 
and saw the Chocobo redesigned to look even more believable and 
realistically proportioned. 

Countless appearances, spin-off games, and merchandise all 
attest to the evergreen popularity of the RPG's most famous steed, 
but if there's one factor that shows just how popular the Chocobo is 
with fans then it's the history of the bird's use in Final Fantasy XI. First 
released in 2002, it took four years of repeated requests and petitions 
before Square Enix incorporated Chocobo breeding into the game 
and another year before racing was also added to the MMO. 

Square Enix seems to have learned its lesson now. Final Fantasy 
XIVis the second online Final Fantasy game to be announced and its 
debut trailer, shown at E3 2009, clearly showed a Chocobo in action, 
hinting that the developers know just how important the creature is to 
RPG fans and that he won't be going away any time soon 


{WL Edgar makes « daring escape from Figaro 
castle in FF Viby jumping on a moving Checobe. Chocobo sprinting past the Squarezott logo. 


248 


The PC version of FF VIlopens with a flock of 


|W) The Chocobo/Mog summon randomly throws 
out the Fat Chocobo in FFs Vitand VIIL 


|A day at the races in Final Rintasy Vile Gold 
‘Saucer resort. Go on, Cloud. 
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Choco 


WM Appearing in 
FFIXS largest 

side quest, Hot And 
Cold, Choco helps lead 
character Zidane dig 
for maps known as 
Chocographs. These 
maps help Zidane 
search for treasure 

in the overworld. 
Choco can also 

locate a treasure that 
will transport him to 
Fat Chocobo, who uses 
magic to change Choco's 
colour, granting him 

the ability to traverse 
different terrains with 
ease. 


Sharp digging claws 


MBoco is less a 
recurring character 
and more a name that 
is commonly used 

for Chocobos that 

act as pets or faithful 
companions. The 
most famous of this 


type appears in 
Final Fantasy V Long tail 
and belongs to feathers 


adventuring lead 
protagonist Bartz. 
Later on in the 
game, Boco 
actually meets 
and marties a 
female Chocobo 
named Koko. 


Chocobo 


The star of the 
Chocobo - 
spin-off games [ 
goes by the \ 
name of Poulet 

in his debut \ 


appearance but 
is confusingly 

and simply 

named Chocobo 


inall subsequent 
appearances. Much more 
adorable and kiddie-friendly 
than his Final Fantasy counterpart, 
this sweet little Chocobo also 

gets to enjoy a much more diverse 
set of videogame genres, including 
roguelikes, kart racers and even mini 
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Fat Chocobo 


Appearing as enemies, 
the Chocobo can be 
mounted and used in 
battle by any character 
in FF T. In FF TA2, only 
a Moogle with the job 
title of Chocobo Knight may 
mount a battle-weakened 
bird. The colour of each 
Chocobo affects movement 
abilities and combat skills as well 
as the type of magic attacks they are 
able to use. 


Regal 
attire 


Win the earlier 
games, Fat Chocobo 
can be summoned 
with a carrot or 
Gysahl Greens 

and can be used to 
store excess items 
in his belly. In later 
games, however, he 
takes a more active 
role and can be used as 
a Summon that falls from the 
sky and crushes anyone he 
lands on. 
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Vana‘diel Chocobo 


Originally used as a mode of transport, the role of the MMO Chocobo 
increased greatly with subsequent expansion packs, which added the 
ability to breed Chocobo and, later, race them against other players 

‘The most interesting thing about Vana'diel’s Chocobo is that breeds 
significantly differ in size and shape depending on the race they serve, 
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Arguably the most intelligent 
and skilled of all Chocobo, 
the birds of Spira are 
capable of leaping high into 
the air and have developed 
the ability to open treasure 
chests with their feet 

The very rare ‘Amazing 
Chocobo’ is even capable 
of flight. Spira’s Chocobo 
the only variant that are 

known to have a natural predator 
appropriately known as the Chocobo 
Eater. 
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YOOT SAITO IS an intellectual. He 
has a number of books to his name, 
he attended a prestigious Tokyo 


unique creative outlet, and this has led 
to his gameography consisting largely of 
titles that are either difficult or impossible to 
categorise. There are common themes to be 
found throughout his oeuvre - communication, 
simulation, unusual _ player-character 
relationships — but the general rule with 
games from Vivarium (Saito's Tokyo studio) is 
to expect originality in its boldest form. 

Saito’s further education was spent at 
Tokyo's Waseda University, where he studied 
science, engineering and architecture. 
Perhaps surprisingly, he was not at all 
interested in producing games while he 
was a student. “I thought games as a form 


Sonic Yoot 


games™ meets noted author, game 
designer, philosopher, photographer 
and staunch Apple enthusiast Yoot Saito 
to discuss simulation games, voice 
recognition and acerbic-talking fish men 


motivated me to want to produce games. I 
had played many other games before that, 
but I hadn't been interested in making my 
own games until that point. I think that's why, 


SONIC YOOT 
re ee) 


Viento somehow managed to convince the to the attention it received from a certain sim design 
Japanese public that Seamonwosaredifsh = emigod. Saito says: “As soon as the Mac version 
became a hit in Japan, the president of Maxis, Jeff 
(Braun), got in touch with me, The author of SimCity, 
ht, apparently told him that my game was 


pect of a worldwide release for 
wer, it became a big hit in Europe 
jates. I feel really honoured by that. 


UNFORTUNATELY FOR SAITO, his newfound 
national publishing ally was about to be absorb 
by Electronic Arts. From a We 


m perspective this 


ould perhaps not appear to be a major obstacle 
to an ascendant indie developer, yet cultural and 
lingui ctors here conspired to prevent Saito 
from building on his initial success with Sim Tower 


‘Once Maxis was drawn in by EA, I didn't really know 


KEPT ON YELLING. THIS 
INTENSE REACTION 
WAS A GOOD SIGN 


Bi 
DOS 
Under the pre 


out 
eing a project linked 


ormation Media’ 


compan 


it was released as 4 ‘Simulation who I should speak to about doing another 


game. I wanted to work on various other projec 


alway ing ahead and looking { (with EA], but when things turn into big busines 
One of those ide especially as far as we Japanese are concerned 
skyscrapers — because of the language barrier - we can't just pick 


right to mi d talk. So a lot of chances go begging, 


up the phon 
s a real shame. 

things at OPeNBooK, the development studio 
t employer, 
iorate after an ill-advised merge: 


a games c 


id founded upon leaving his f 
jer) was a hugely | began to dete: 


did it do b 


award from the N 


trade compron company's values. "OPeNBooK 
st development studio I had established," 
‘and I still think of it as though it were a 


child of mine, The inspiration behind the naming of 


Japan, but it 


newspap 


‘oot Saito isnt just on inventive game 
designer, b's also the aithor of two books. to become an inte 


© The other string to Yoot Saito’s bow 


Q SAITO HAS written two books 
on the subject of Apple. The first 
deals with Apple's early presence 
in Japan. "I found an old Ap 
IHfor sale as junk in Akihabara,” 
he says, “and on the back of the 
unit there was a sticker of Torary 
[a large Japanese synthetic fib 
manufacturer], which read ‘Master 
Distributer’. [had a great degree 
of familiarity with Toray, but found 
it really strange that the «: 
had at some point been marketing 
Apple Il hardware. This had evident 
occurred before I had even thou: 
ga Mac/Apple, so I started 
toask older Mac users about 


modern comput 
12 knowledge | 
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The evolution of Yoot 


fmm “Voice recognition 
technology can never be 100 
r cent complete,” says Saito. 
{ven humans can't recognise 
everything. Therefore, in many 
instances voice recognition is not 
so much a technical matter as 
it is one of exercising the user's 
mentality. I learned various 


‘Seaman 2pat ina couple of strong 
showings at TGS 2006 and 2007 


t I wanted to take 
houghtles 


some valuable 


1e recesse 
people 
For a while 


for 


with Saito's aspiration: 
decision or two led to Saito becon 
what 


up 
turned sour. 


erging w 
The development studio i 
orchestra or a band ~ 
ot. When there 


the studio w 


has t ith one 


con 


hanges, 


LUCKILY, SAITO - dis: 
loose end - upped and exchanged Tok 
the West Coast, hom beloved Apple. 
This, in turn, led to the creation of Saito's 
most 
reflec 


nayed and at a 


mous work. “After 
‘OPeNBooK sudde: 
eater number of ol 


e merger,” he 


ke good use 
increasing the vol 


it was being produ 
mind. After a while, Sega requested 
Seaman 
urn to OPeNBooK, so that's 
lio's atmosphere 


om 


(who 
period 


was 


ional 
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things from the experience 
of developing Seaman,” he 
concludes, and it's clear that 

the benefit of these lessons was 
utilised in the creation of Seaman 
2, which appeared in Japan as a 
PS2 release in 2007. Unlike the 
original, the sequel leaps out of 
the water and finds the player 


aman 


interacting with a Peking Man 
in a tropical island setting. Alas, 
there are no plans for an English- 
language release of Seaman 2, 
although the thematically similar 
Gabo would have been released 
internationally were it not for 
Apple's decision to refuse its 
presence in the App Store. 


The sequel made use ofthe mic accessory Vivarium and Sega promoted Seaman 2] 
bundled with the PS2 adaptation ofthe original. [fat Takyo Game Show 2006. 


as the Saturn was phased out and the Dreamcast 
gated this deal: “When I was making 
Seaman in California, I had a phone call from Sega 
president lrimajiri-san. ‘Let's have dinner’, he said 
my birthday, as it happens, and so we went 


beamed in) ir 


It was 


bar and talked about various things. I had 


book with contained a prototype 
man, so 1 
be 
by and eating raw 
"That's horrible!’ He kept 
ble!’ Th 
ign, though. It convinced me that 
could sell. Then, later that night, 
he proposed that I develop Seaman for 
ana {Dreamcast's codename at the 
ne]. Irimajiri-san had been president of 
Honda America and was a genius of an 
engineer, but while he was knowledgeable 
about computer stuff, it seems he'd never 


owed this to him and - perhaps 
were in this sushi bar, surrounded 

fish - he repeatedly shot back 
on yelling 
intense reaction was a 


cause we 


the 


seen such strange software — apparently 
's why he was so interested in it.” 

Curious as it may have seemed at the time, Seaman 
1s born of Saito’s realisation of the bizarre potential 


a slightly modified pet/owner relations 


in 


reason that I unified a human charax 
explains. 
in my own room, in my own private environr 
being peeped at by a pet... and if you put that in word: 
it sounded quite shocking. To that concept I just added 
a face and avoice to a pet designated as a tropical fish 
that lived in a fish tank. More than the concept itself, the 
fact that so many people collaborated to complete the 
n of a game based on this apparently stupid 
avery significant project. 

of a game concept was fresh 
Maita’s Tamagotchi conTi 


produ 
joke of an idea made it 

Saito's 
and unique: 


PINBALL WIZARDRY 


The making of RTS/pinball hybrid Odama 


se "I APPROACHED 
NINTENDO with the 
concept for Odama,” 
Saito reveals. “I made the 
suggestion to them many 
times over.” Eventually 
they bought the idea, and 
Saito's unique approach 
to pinball/RTS made novel 
use of Nintendo's plug- 

in microphone released 
for use with GameCube 


software. “Communication 
between the player and 
the game is vital,” he say: 
I don't like games that 
contain movie sequences. 
Such games make for 
experiences where the 
player's existence seems 
to be insufficient. Games 
should be designed from 
the ear. It goes without 
saying that the ear is an 


input. When the audio 
is interesting, the game 
changes into something 
that's very novel and 
original. Nintendo showed 
that it recognised this 
through the development 
of game hardware where 
that cooped-up feeling 
was surmounted by the 
addition of touchpens, 
nunchuks, and so on.’ 


| This overview of Odama's distinct appeal was prepared for 
‘Famiteu rst printed in promotion af the game's 2009 release. 


Eiht — be 
2 


| Saito plans the “rotation” of dancing construction 
workers from the feudal era. 


phenomenon had al: 
Japan a few year 

‘Seaman merely as a si 
be wide of the mark. The playe: 
proposed in Seaman is unique and is moored in 
ense of humour. To an 
t hardware and sound libr 


ilar 


nt, 


Saito's own dry 
however, Drea 
limitations 


think that players ¥ 


with character actually cor 
life for them. In order to make th 
aracter as a 


the player's conversation mu: 
to be understood: the dialogue should y 
be similar to that of a movie, 

player feeling as though the other party 
really understand: 
In order to realise that nom: 


g in a harsh and scathing 


scolding her son. But 
that harshness is actually underlined by aff 


< _O 
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Cry 


Oden — 
towards the end, but jew people persevered "Seal 


when you hear it it's not something that makes you feel 
upset, It's not slander, It's a warning for the sake of the 
person who is being admonished. That's why Seaman 


doesn't merely say impolite things - he also praises 
and peps up the user, However, players had never 
previously been admonished from within the screen 


of a. game, so! think that's why it made such a great 


impression on people. 
SUPPORT FROM SEGA was crucial because of 
the scale of Vivarium’s ambition. “Thinking back now,” 
Saito muses, "I suppose developing Seaman was a 
very difficult job, but at the time it was also a lot of 
Nervous excitement has a magical power in that 
difficult work feel easy. We overcame many 
think. First we had to persuade Sega to help 
input and with the preparation of a voice- 
nig things. Happily, 


it ma 
hur 


with mi 


recognition library. Those wer 
Sega gave us support whenever we needed it. I'm 
grateful for that. However, I didn't realise this at the 
time, but I was apparently teased a lot by Sega staff 
as they were saying "There's no way that repulsive- 
looking thing can ever be a hit’. (Laughs.] Certainly 
there wasn't any previous record of a disgusting, 
cheeky game character landing a hit with a home 
console game, so I suppose you could argue that the 
teasing was justified. 


Despite Sega staifers’ derision, Seaman became 
{ the first significant Dreamcast successes in 
n, selling nearly four hundred thousand copies 
the process becoming an unlikely social and 
cultural phenomenon. That its rapid uptake by all 
comers of Japanese society can be attributed to the 
ingenious marketing tactics of its creator is truly 
remarkable. Saito himself explains his actions: “I 
fabricated a foolish-sounding story to expound 
the obviously spurious claim that 'This 
mysterious fish once really existed’. I next 
came up with a way to surreptitiously 
get this reported in the media as fact. 

} The story would be the basis of the 
trick, so I put a great amount of work 
into research before creating the story. 
Allitile while after Seaman went on sale, 
Japanese TV stations began to play along 
with the joke — they also mixed in their own humour 
— and in the end, thanks to this fanciful story being 
reported in the media, lots of people started to actually 
believe it. ‘Seaman, that fish, really existed’ becam 


one 


Jape 
and 
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‘The concept art for Sait's Odama depts the bizarre 


Jnuman drama that is only seen from far above in game, 


was a real privilege for 


nan 2 (see For Japanese 


Pinball Wizardry), Saito 
le to again develop a O 
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